CGR CHECKS OUT THE LATEST TRENDS IN PUZZLE AND STRATEGY GAMES! 
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THE PLANET'S HOTTEST HARDWARE 
MEETS THE PLANET'S COOLEST SOFTWARE. 
INTRODUCING GAME BLASTER CD 16. 


All the leaders of the gaming universe have joined 
forces. And now theyre coming to get you. No 
other game experience can prepare you for what's 
waiting inside the new Game Blaster CD" 16 mul- 
timedia upgrade kit*® You get a Sound Blaster” 
16-bit sound card and speakers that make all 
your games sound terrifyingly real. A double- 


speed CD-ROM, so all your games run 


faster. An FX-2000 
joystick, so you can 


hone your reflexes. 


Not to mention the 


most outrageous games in the cosmos—Rebel 
Assault and Sim City 2000—and for the next six 
months, no other kits have them. But that’s not 
all. Game Blaster also includes Return to Zork, 
Iron Helix, F-II7A Stealth Fighter, Silent Ser- 
vice IT, Civilization, Railroad Tycoon, and Grolier’s 
Multimedia Encyclopedia. Of course, all your 
games will sound better because theyre made to be 
played on Sound Blaster. The question ts, can 
you handle it? Want more info or the name of a 
Creative Labs dealer? 


Call 1-800-998-5227. EREATIME LABS. ING. 


*Suggested Retail Price $549.95 ©1994 Creative Technology Ltd. Game Blaster CID, Sound Blaster. and the Sound Blaster and Creativ logos are trademarks of Creative Technology Ltd. All other trademarks 


y 


are the pri yperty of their re spective owners UES: Inquities: Creative Labs J-800-998-5227 or 408-428-6600 


International inquiries: Creative Technology [Ltd., singapore, Th:L 6S-773-0233 FAX 6$-773-035. . 
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And now...the violence that plaguesadistant =, 


research cokes y threatens the planet Earth. 
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into deadly combat against the malevolence of a 


mad scientist and the aside mutant army 


under his command. Dr. Goldfire, driven by 


his insanity bent on the annihilation of 
mankind, won't rest until he rules the 


The forces of heroic good and villainous 


evil collide in this life-or-death struggle 
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Sign up to figl ht as Agent Blake 
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receive Episode One, The Star _, 
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COMPUTER GAME REVIEW 


WELCOME TO THE SCHISM 


It's been an interesting several months. 
I'm sitting in my office on a Monday night a couple of minutes past midnight, a few 
days away from deadline (boy, how I’ve come to hate that word!) and a few days past 
the deadline for CD-ROM Entertainment. It’s a unique feeling, since being on dead- 
line makes me feel terrible, while being 


off deadline makes me feel great. I’m ORIGINALLY, WE WERE GOING TO DO 
sort of both and sort of neither. | guess 
A SERIES OF QUARTERLY MAGAZINES 


on the average | feel pretty average. 

But, as | say, it’s been an interesting 
several months. Half a year ago, when Computer Game Review started going 
through some growing pains, we decided that it was time to produce some new maga- 
zines using the CGR name. Originally, we were going to do a series of quarterly maga- 
zines—one on CD-ROM games, one on role-playing games and one on simulations. 
Our worry at the time was that it would end up being rehashed articles and opinions. 
We didn’t want that, and we figured you didn’t want rehash either. So we talked and 
discussed about what we should do to resolve the problem. Meanwhile, the release 
date of the first issue went back further and further. Believe me, | now know a bit more 
how frustrating it must be for game developers to keep pushing their dates back! 
hawing, after the multiple hour discus- 
sions, after the plans, changed plans 
and changes on the changed plans, 
we finally came up with the package 
you see before you. Two magazines in 
one place—one talking about nothing 
but CD-ROM titles for Mac and PC and 
one talking about nothing but floppy 
titles for Mac and PC (and sometimes Amiga). Why this format? Well, there are sever- 
al reasons for doing it this way. 

First, we know for a fact that we aren’t ever going to repeat ourselves unless | man- 
age to do it in one of these editorials. We'll never be talking about the same products, 
and since both magazines have entirely different writers, you won't find the same opin- 
ion in both places, again, unless it happens to be mine. But, | won’t be writing any of 
the reviews in CD-ROM Entertainment. My reviews will stay over on this side of the 
fence. 

Has this been difficult? Darn straight. It’s been one of the most difficult months I’ve 
ever experienced short of a finals week or two. It’s been murder. It’s also been fun in a 
way, and it has definitely been reward- 
ing. The whole process has been in 
many ways like having and taking care 
of a child. I’m tired, but it’s a good kind 
of tired. | feel a little more proud than | 
do exhausted. Not much, but it’s enough. 

With that in mind, | present you with the new Computer Game Review. More 
focused than before, more prepared to offer you the latest and greatest information 
around. Sound like hyperbole? maybe it does, but | mean it sincerely. We aren’t reded- 
icated to bringing you the best computer gaming mag around, we are still dedicated to 
being the best. 

In an effort to continue to be the best, we’ve got a few minor changes (and | do mean 
minor. Don’t stress on me) coming in the next couple of issues. We'll be adding a cou- 
ple of columns, possibly resurrecting one from the dead and trimming a couple of oth- 
ers to a more reasonable shape. As | said, not rededicated, still dedicated. With that in 
mind, enjoy the issue and enjoy the issue on the other side of the polybag. Keep play- 
ing those games and I'll talk at you again in thirty days. Later. 


| NOW KNOW A BIT MORE HOW 
FRUSTRATING IT MUST BE FOR GAME 
DEVELOPERS TO KEEP PUSHING THEIR 
DATES BACK! 


e « eWE FINALLY CAME UP WITH THE 
PACKAGE YOU SEE BEFORE YOU. 


STEVE HONEYWELL 
EDITOR 
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CARNBY’S 
TROUBLES 
ARE NOT 

OVER YET! 


le MOTION RELEASES THE 
SEQUEL TO THE AWARD 
WINNING ALONE IN THE 
DARK WITH NEW 


AL . Sao | SURPRISES. 
INITIALIZE 4 
A new magazine makes life at CGR interesting. . . 
Postace Due 10 
One missing word in a letter makes all the difference. 
CGR Reviews 16 
Ultima Vill: Pagan, Alone in the Dark II, Carriers at War Il and more. 
CGR HARDWARE ana 
Orchid Technologies and SIIG get into the act. 
Apb-ONS AND ALTERATIONS 48 
Privateer and Links 386 expand, plus a brace of morphing utilities. 85 
CHILD SupPoRT 32 
Learn to spell and traipse around a Macintosh castle. 
COMPUTER CONFIDENTIAL 36 
Banking too much on the big companies may be a mistake. . . 
DATELINE: FANDOM 38 
How critical of a rating can be classified as strict? 
In THE Works 60 
How did Compton’s NewMedia do at the patent office? 
Q & A With THe Game Doctor a 
The Micro Medic makes his rounds in cyber surgery. ) 
Puzz.e & STRATEGY GAMES 66 G6 
CGR looks at the latest and greatest in a diverse genre. 
CGR Previews 76 
Battledrome, D-Day, Raiden and Wolf among many others. . . 
INTERVIEW 98 
CGR talks to the 16-year old designer of Elements. 
CGR STRATEGY 102 


Hints for thriving in Arena, Doom and Gabriel Knight. 
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Lonely at the top? Don’t believe it. You're top rated, and With real time modem play, you can be challenged by 
there’s a crowd of cyberpunks just waiting to take anyone, anywhere, anytime. Nice touch—reach out and blast 
you down. someone. Of course they've challenged you before. And 


they've lost. So far. 
But you're up for it. You and your stable of 10 Herculans. 
Pure fighting machines, in riveting 3Space graphics, Yeah, someone out there wants you. So let ‘em come and 
articulated perfectly to prowl the drome—to seek and destroy, place their bet. Then let’s see if they've got the ballistics to 
fight toe-to-toe—and battle with cunning, power and skill. go up against number one. 


No, getting on top wasn't easy. But you're smart and you set Battledrome—blast into the MetalTech era. 
the perfect battle conditions. You chose the weaponry, the 
right Herc, even the right music. And you bet smart. Building 
a stash to buy new weapons, new Hercs and enough cold 
cash to back up your boasts. Available at retail for 


©1994 Dynamix, Inc. ® or TM indicate trademarks of, or licensed to, Dynamix, Inc. Ali rights reserved. yr) QR I } T | > < . IBM/ compatibles or call 
PART OF THE SIERRA FAMILY ] -B00-7 57-7707 
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CGR Reviews CGR Previews 


Ultima VIII by Origin 16 Metaltech: Battledrome 
Verttice by DreamLight 20 by Dynamix 76 
SimHealth by Maxis and The D-Day by Impressions 78 
Markle Foundation 22 Wargame Construction Kit 2: 
Fleet Defender by MicroProse 24 Tanks by Strategic 
SSN-21 Seawolf Simulations 81 
by Electronic Arts 26 The Superhero League of 
Power Poker Hoboken by Legend 82 
by Electronic Arts 28 Micro Machines 
Alone in the Dark 2 by leMotion 30 by Codemasters 85 
Games Magazine Word vol. 1 The Fortress of Dr. Radiaki 
by Villa Crespo 34 by Merit Software 86 
The Russian 6-Pack Wolf by Disney 88 
by Interplay 36 The Grandest Fleet 
Blake Stone by Apogee 38 by Quantum Quality 90 
Nomad by Gametek 40 Wings of Glory by Origin 92 
Carriers at War II Raiden by Imagitec 95 
by Strategic Studies Group 42 Evolution by Imagitec 96 
SoundWave and GameWave 
32 by Orchid Technologies 44 
TV Gamer Plus by SIIG 46 


CGR STRATEGY 


The Elder Scrolls: Arena 


by Bethesda Softworks 102 
Doom by FormGen 106 
Gabriel Knight: The Sins of the 

Fathers by Sierra On-Line 110 


It's a darn good thing that 
there isn’t an area in Bethesda 
Softworks’ Arena that has this 
many powerful creatures in it, or no 
one would ever win! All of these iron 
golems, ice golems, liches, fire dae- 
mons and homonculi are waiting 
for you to take your 
best shot at Jager 
Tharn. The hints 

for the best ways 
no to wipe out the 
creatures at the 
right starts on page 
102. Get those 
spells ready, 
folks. You're 
going to need them. 


8 COMPUTER GAME REVIEW 


.- And on the 7th dav 
#e rested. 
Suppose Ae hatnr't taken a CrmeOut... 


' MicroLeague Time Out" Sports. 
Because even te takes breaks. 


Call 1-800-334-6572 for more information. 


© Copyright 1994, MicroLeague Interactive Software. All rights reserved 
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1994 PREVIEW 


CGR'S EXCLUSIVE LOOK 
AT OVER 100 GAMES! 


BATTLECRUISER 300: 
ACES OF THE 


° 
DEEP 


On, Wuat A DIFFERENCE A 
Worp CAN MAKE... 


Dear CGR: 

Hey guys! | don’t know if the letter | 
sent you was scrambled when it went to 
print, or if you had trouble reading my 
writing (| actually had to hand write 
because | was in between computers. 
No wonder everything was fouled up!), 
but | feel | have to redeem myself. Imag- 
ine Opening up the March issue of your 
favorite magazine, and there before the 
nation, the world, you are chastised by 
your favorite editor! (Aww-/ bet you say 
that to all the editors!--ed). | think Marlin 
Brando said it best; “The horror!” 

| am typing this on my new 66DX2, 
just in time for Pagan, but this is not the 
first time | have upgraded since Feb., 
1988 as it states in my letter to you! 
What my letter should have read was 
that | have upgraded every year since 
Feb., 1988, when | bought my first PC! 
Probably to the tune of $1,000.00 a 
year! It’s a sickness, | know. | just hope 
this puts my previous letter in context. 
Believe me, | love to see companies 
such as Origin constantly pushing the 
cutting edge of computer gaming. At the 
same time, it seems to me that the 
majority of gamers are left in the dust 
playing games that were a hit two years 
ago because their system won’t run the 
newer software. I’m fortunate that | can 
afford (barely) to stay in the race, while 
at the same time | wish things would sta- 
bilize at least for a year or two. 

Oh well. That’s the world of comput- 
ers, | guess. You love it or you leave it 
(because it'll drain your pocketbook!). 
Thanks for a great magazine. Your 
reviews are second to none and save 
me a lot of hard earned money! By the 
way, have you tried to run Archon Ultra 
with a Pro Audio 16 sound card? It won’t 
work (in Sound Blaster mode or any 
other) and SSl’s tech support says there 
are no plans for a patch to get the soft- 
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THE OMISSION OF A WORD 


MAKES ALL THE DIFFERENCE. 


ALSO, DISCOVER WHY ONE READER ISN’T PLEASED ABOUT 
HAVING TO USE HIS FREEDOM OF CHOICE... 


Send your questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


ware to work with a PAS16. What's the 
deal? | thought the PAS16 had quite a 
bit of the sound card market. | guess 1’ll 
have to live with my memories of 2D 
Archon on my Commodore 64. . . 
Mark Moran 
Rocklin, CA 


Well, your letter of a couple of months 
ago makes much more sense now than 
it did then. Consider yourself undissed 
and us equally chastised for not doing a 
little digging on the letter, which, by the 
way, we printed as it was written (other 
people besides me read it, too. It did say 
that you upgraded in ‘88 and were about 
to do so again). But that’s what makes 
typos, or write-os in this case, so darn 
much fun. 

Pushing the envelope can be fun for 
the player, but computer game compa- 
nies need to remember that if everybody 
is pushing the envelope, the grand 
majority of gamers will get left behind. 

Finally, Archon Ultra does not work, 
souna-wise, with a Pro Audio Spectrum 
16, although a PC so equipped will still 
run the game. And, like you, we thought 
the PAS16 was reasonably well accept- 
ed around the gaming market. One of 
our 486’s has a PAS76 installed and it’s 
caused virtually no problems with com- 
patibility. 


MULTIPLE PATHS. . . 


Dear CGR: 

What is the deal with these “multiple 
paths” in some of the adventure games 
that are coming out? Is this supposed to 
be an improvement in game design, 
allowing players to unconsciously deter- 
mine which path to take and conse- 
quently which part of the game to miss? 
This sucks. Take King’s Quest VI for 
example. In this game, if you happen to 


accidentally take the short path, it’s 
tough luck for you because you just 
missed out on a good portion of the 
game. Sure, you can go back and play it 
over and try to complete the adventure 
another way on another “path,” but 
who's got the time or the urge to do this? 
Especially when there are 10 other new 
games that have just come out, are wait- 
ing for you, and are supposed to be 10 
times better? The Quest for Glory series 
has the same problem; three characters 
and three paths. After spending a month 
or more with a game and finally solving 
it, the last thing | want to do is go back 
and play it all over again. Yet, | think of 
all that cool stuff | might have missed on 
the other path(s). What a waste of pro- 
gramming effort! Gimme one path! 
Russell Burtnette 
Hampton, VA 


Every now and then, a letter like the 
one printed above comes in. These let- 
ters always scare me a little, since they 
are so far off the norm in opinion. Rus- 
sell, you have every right to believe what 
you say, but | will now proceed to tell 
you how you are amazingly misguided. 

In life, as in much good software, there 
is no one way to do anything, no correct 
answer for any situation (except a math 
class), and no possible way to experi- 
ence everything. You aren’t supposed 
to. It's one of the things that makes life 
interesting—every choice we make 
reduces other possibilities since we only 
have a limited time alive. You can’t have 
everything. 

Second, it drives me and a lot of other 
people nuts when a game is so linear 
that there is only one answer for every 
question. As an example | will cite Ama- 
zon: Guardian of Eden from Access 
Software. It was a very good adventure 
game, but at one point, you come to a 
wooden door. Thinking quickly, you pull 
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BUILD MANKIND’S FUTURE IN 


oom. Earth is destroyed by a 
k, catastrophic event, and you’re re- 

sponsible for rebuilding civilization on 
another planet. Lucky you. Where you go 
and if you survive is up to you - there’s a 
galaxy of possibilities. 

Based on NASA research in planetary 
science, robotics, terratorming, and 
interstellar spacecraft design, Outpost places 
you in control of the most comprehensive 
strategy simulation ever developed for the 
PC. No kidding. From the colonization 


See your local retailer or call 1-800-757-7707 


NEIGHBORHOOD, 


SPACE 


starship to the robominers and monorail 
systems you'll use on the planet surface, 
Outpost’s photo-realism and 3-D rendered 
animation are unprecedented. 


Develop agriculture, mining and manu- 
facturing to survive, and then invest in 
research and recreation facilities to make life 
more comfortable for your colonists - 
hopefully they'll be around long enough to 
enjoy it. Because, in the end, the decisions 
you make will determine the destiny of 
mankind. 
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THE CGR REVIEWERS. . 


‘Kevin: Kevin Perry—down a roommate 


and up three points on the NYSE—is 


still playing Doom religiously. He’s also 


been booking a lot of time on Power 
Poker from Electronic Arts. Had he his 
druthers, Kevin wouldn’t spend much 
time playing puzzle games or graphic 
adventures. He’d much rather take over 
the world or use stealth and cunning to 
topple kingdoms. He’s an avid role- 
player as well, both pen-and-paper and 
on the computer. 


Ted: Is it possible that Ted Chaoman— 
down a quart and up five gallons of 
homebrew—will ever stop playing 
Bethesda Softworks’ Arena? We aren’t 
sure, but the signs don’t point toward 
the positive. He’s been logging multiple 
hours on the game every day for the 
last month. While generally fond of 
role-playing games, Ted is by far the 
most comfortable in devious puzzle 
games, the trickier the better. He’s also 
shown increasing interest in simulators. 
Action/adventures aren’t his choice and 
sports sims usually leave him flat. 


Steve: Editor and all-around headcase, 
Steve Honeywell—down a beard and 
Up With People—has spent an inordi- 
nate amount of time in his office this 
month playing Power Poker and the 
Mac version of 4D Boxing, both from 
EA. When he can get to a PC, he’s 
been playing Alone in the Dark 2. Steve 
obviously likes to see things explode, 
since his favorite game styles are 
action games and military simulations. 
He doesn’t like technical flight sims or 
many sports games. 
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out your trusty axe and hack through it. 
Nope. It’s totally impossible to chop 
down the flimsy wooden door with an 
axe. Had you explosives, you couldn’t 
blow it up, either. This is unrealistic and 
does more to pull the player out of the 
gaming experience than any other thing 
! can think of. Non-linear solutions to 
problems reward the players for using 
their heads and for being creative and it 
allows the players to solve puzzles in 
their own fashion and at their own 
speed. 

Multiple paths are not a waste of pro- 
gramming effort. Instead, it is impressive 
that a programmer cares enough about 
his or her product that he or she takes 
the time to provide an enjoyable gaming 
experience for people with differing lev- 
els of ability, skill, patience and talent. 

Go read some Robert Frost (in particu- 
lar try The Road Not Taken) and relax 
about not seeing every piece of code. 


BACKING Up THEIR SOFTWARE. . . 


Dear CGR: 

First, let me tell you how much | enjoy 
your magazine. Your reviews have 
saved me lots of wasted frustration (not 
to mention hard drive space), on games 
I'd have otherwise bought, and probably 
had to return. With exception to a few 
games that | liked but your staff didn’t 
(but you know the saying about opin- 
ions), I’m pretty much in agreement. 
Keep up the good work! 

lf | may make a suggestion, during the 
next “Best of’ poll, why not include which 
companies have given the best cus- 
tomer service? 

For what it’s worth though, the best 
company I’ve ever had contact with 
would have to be Sierra On-Line. For 
starters, their customer support line isn’t 
long distance. Nothing like those wait- 
forever long distance calls, are there? 
And the support and tech help are way 
above and beyond the call. Sierra has 
always boasted that “when you buy their 
games, you buy support of their compa- 
ny.” It's nice to see they live up to every 
word of it! 

Doug Kelly 
Tampa, FL 


Customer service is kind of a tricky 
area for us to judge, since in a lot of the 
tech support/customer service areas in 


companies in the game industry, our 


names are known and we get good ser- 
vice. Testimonials like yours for Sierra 
are good, because they let us know how 
someone without the inside track gets 
treated. | also know, for instance, that 


Impressions handed out free copies of 
Air Bucks 1.2 to anyone with a regis- 
tered copy of Air Bucks. That’s nice. 

lf you get great service, let us know 
and let the company in question know, 
both with comments to them and with 
additional patronage of their products. 


V For VACANCY... 


Dear CGR: 

My interests lie in war gaming simula- 
tions. Of all the games | have played, | 
find those with the Three-Sixty logo the 
most appealing. 

The last two games that | purchased 
were Market Garden and High Com- 
mand. Both of these games made refer- 
ence to a modem disk that was coming 
out shortly. | called the 800 number to 
inquire about its availability. The reply | 
received was not to my liking. 

| was told that my wait was over 
because it was never going to happen. 
The contract between Three-Sixty and 
Atomic Games had expired and that the 
work had never been completed and it 
was highly unlikely that either would fin- 
ish it on their own. He also said the V for 
Victory format is done and that no more 
games in the series are forthcoming. 

Can you shed any light on this as to 
whether it is true or not? | find it hard to 
believe that a winning game series as 
popular as this one can just be discon- 
tinued. 

Even though | find these games inter- 
esting, | find the computer intelligence 
rather limited to the point where it is no 
challenge. However, against a human 
opponent, the games really come into 
their own. This is why modem play is 
important to me because sitting by while 
your opponent takes his turn is very 
tedious. 

Robert Kosinski 
Detroit, MI 


Yes, the V for Victory series is, for all 
intents and purposes, gone. Atomic 
Games has signed on with Avalon Hill 
and will be producing software under 
their label from this point on. 

The thing to remember is that while 
Three-Sixty did the distributing and mar- 
keting of the V for Victory series, all of 
the code, the Al, the development, etc. 
belongs to Atomic Games. Thus, creat- 
ing a modem disk for one of these 
games would be difficult for another non- 
Atomic Games programmer to come up 
with. Also, as the V for Victory series 
has a distinctive style, having another 
software house attempt to continue the 
series in another style wouldn't really 


It's not a game. 
It's war. 
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benefit Three-Sixty or the fans of the 
series. Imagine, if you will, Ultima |X with 
no input from Lord British. It wouldn't fly. 
Imagine Leisure Suit Larry VII created 
by someone other than Al Lowe. Never 
happen. Same situation here. 


Givinc Us A Hint... 


Dear CGR: 

| am responding to Nao and Tomo 
Yokoyama’s letter that | read in your 
March issue. At times, | have looked 
through issues of CGR thinking that a 
hint section might be nice, and might 
add to the quality of your magazine. A 
hint section would be a perfect move 
against your arch rival. Some people 
buy certain magazines just for the hint 
section. To save the editor of the hint 
section work, you could request readers 
to mail in hints, codes, maps, etc. 

From another point of view, CGR is a 
great magazine already, and most play- 
ers can get by without a hint section. | 
don't even buy hint books myself (they 
are expensive and usually don’t help 
anyway). Another difficulty might be— 
who would manage it? It could be any- 
one from Arnie Katz to you, Steve. 
Maybe you could hire Jim Corbin to 
organize it (he already has experience 
as the writer of about 1/2 page per 
issue). Another problem might be read- 
ers mailing in phony tips. Finding a way 
to test hints and codes would probably 
save many players a lot of time. 

Overall, | think a hint section would be 
worth a try. You could even have a sub- 
section at the beginning of the section 
for players to write in and tell others 
what they want to know. 

Jason Van Dyke 
Troy, MI 


Jason is not the first to respond to Nao 
and Tomo Yokoyama’s letter with more 
support for a hint/tip/trick section. We’re 
considering it strongly. The reasons we 
haven't jumped right into it are those 
very ones cited by Jason in his letter. 
Our schedules are already very tight and 
managing, testing, etc. all of the tricks 
that come in would be quite time con- 
suming. While | would love to have Arnie 
Katz handle such a section, Arnie is usu- 
ally busy with his own magazine (Elec- 
tronic Games, for those with an interest 
in both the PC and video game side of 
the gaming community), and as such, 
doesn't have a lot of time to spare on yet 
another new project. Arnie and his crew 
have as much work as we do here, and 
since | value his input, I’d rather not 
crush him under additional work. 
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Given these reservations on my part, 
the chances are very good that a hint 
section will appear in CGR by the end of 
the year. Should one appear, we'll ask 
you, the readers’ for any hints on any 
games you've got, and we'll run with 
them. Keep watching this section of the 
magazine as well as the Initialize column 
for further details. 


THAT TODDLIN’ OPERATING 
SYSTEM... 


Dear CGR: 
| just wanted to bring up a small issue 
that will become major in the next few 
months. This is concerning the release 
of Microsoft's Chicago (Windows 4.0) in 
the second half of 1994. Windows is 
great for business applications and | use 
it all the time for word processing and 
desk-top publishing. However, Windows 
isn’t Known for its great games (with the 
notable exception of Iron Helix). All DOS 
games either recommend you exit from 
Windows or require you to exit in order 
to run properly. This is where Chicago 
comes in. This is not an update to NT 
but rather the next upgrade for general 
Windows users. Chicago will be a com- 
plete operating system and will not 
require DOS. Microsoft plans to support 
DOS but just as long as there is a mar- 
ket for DOS products. |’m scared to think 
of what will happen to DOS gaming in 
the near future. | just wanted to hear 
your opinion on this issue. 
John De Julio 
Fremont, CA 


No great Windows games besides Iron 
Helix? What about Spaceward Ho! or 
Monopoly? What about Minesweeper, 
for cryin’ out loud? 

Seriously though, | don’t think DOS 
gaming is in any real danger yet. While 
you are correct that Chicago is the next 
upgrade for Windows proper and not just 
NT users, and while you are also correct 
that Chicago will not require DOS, this 
does not mean that suddenly every 
game designer in the world will start 
making games for Windows and forget 
all about the thousands of loyal DOS 
customers they’ve built up. True, many 
people use Windows, but many people 
don’t. In our offices, we only use Win- 
dows to play Windows games. | wouldn't 
worry about a discontinuation of DOS. 
Take a deep breath, and go boot up 
Syndicate, pretending that all of the 
enemy agents are those rumormongers 
who got you so worried. Finally, nice Led 
Zepplin font on your letter. 


BASKETBALL JONES... 


Dear CGR: 

The letter printed in your February, 
1994 issue from James “Razorbacks are 
#1” Wyre (Hoop, There It Isn’t) couldn't 
reflect my feeling more accurately. | 
have been looking for a good basketball 
simulation for over eight years and still 
haven’t found one. | am particularly 
interested in an NBA simulation, but a 
good college game would be great, too. 

| have bought everything from Lance 
Haffner’s basketball simulations and 
APBA Pro Basketball to TV Sports Bas- 
ketball and Omni-Play Basketball but 
they all suffer from either lack of control, 
lack of realism and statistical accuracy, 
lack of flexibility in play-calling or terrible 
graphics (or lack of graphics in some 
cases). MicroLeague did have a pro 
basketball simulation in the works, but 
for some reason, it never materialized. 
Now | hear Bethesda has an awesome- 
looking college game that is soon-to-be- 
released, but every time | call, | get the 
same response. “Next month.” 

The reason | wrote was to let others 
out there know there is someone else 
who really wants a good basketball sim- 
ulation and to offer my name and 
address to anyone who wants to write 
and throw some ideas around and offer 
some “therapy” until a game appears on 
the market. You have my permission to 
print my name and address in the maga- 
zine. 

Joe Quilici 
390 Rio Lindo #72 
Chico, CA 95928 


| am also a basketball fan, and | have 
been waiting for NCAAII from Bethesda 
Softworks since last June. | would also 
like to see MicroLeague produce a bas- 
ketball simulation, but how much fun can 
a straight statistical hoop game really 
be? Baseball is a game of numbers, 
football a game of inches and basketball 
is a game of action. 

MicroSports may be producing a bas- 
ketball game soon as well, and both 
Accolade and Spectrum HoloByte have 
basketball licenses for various video 
game systems (Charles Barkley and 
David Robinson, respectively) that could 
move over to the PC. | think it’s only a 
matter of time before we start seeing a 
number of hoop games. Basketball has 
rapidly become the hottest sport around, 
and those companies that are producing 
sports games will want to catch on to 
this wave. It doesn’t make the waiting 
any easier, though. Hang tough for 
another month or so. 


¢ Medieval England ¢ 


A time of castles and conquest. The throne is 
empty. The serfs are restless. Rebellion is in the air. 


The Lords of the Realm invite you to join their 
ranks. Build your castles. Cultivate your lands. 
Marshal your resources. Take the risk. 

Go for the Crown. 
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Having been unceremoniously 
dumped by the Guardian in the world of 
Pagan, you must heal what ails the land 
and make your way back to Britannia in 
order to defeat (yet again) your nemesis. 
The Guardian has been cruel in his 
choice of realm: you are completely 


Ultima VIII: Pagan 
by Origin 


Game Summary 
Struggle with the Guardian and a 
really unwieldy, mouse-based inter- 
face in a cosmic test of your mettle. 
Kill monsters. Plunder houses. Save 


g | 


Overall 
Rating: 
486, DOS 5.0, VGA 
4 MB RAM 


Requirements: 
Sound Blaster, 
General MIDI 
Controller: Mouse, some keyboard 


Retail Price: $79.95 
Hard Drive Space: 35 Meg 
No. of Players: One player 


Sound Support: 
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You are about to be rather unceremoniously and 
ignominiously dumped onto Pagan. 


unknown in Pagan, and so must again 
build your reputation through feats of 
derring-do. 

Pagan is a world steeped in the ways 
of classic mythology. The world is over- 
seen by the Elemental Titans: Lithos, the 
Mountain King and Elemental of Earth; 
Hydros, the Lurker and Elemental of 
Water; Stratos, the Mystic Voice and 
Elemental of Air; and Pyros, Lord of 
Flame and Elemental of Fire. They, in 
turn, had been created by, and are 
answerable to, the Guardian. These four 
Titans forcibly replaced the gods earlier 
worshiped on Pagan, who represented 
the emotions: Amoras (love), Odion 
(hate and grief), and Apathas (impartiali- 
ty). The archaic deities became enraged 


IF IT WEREN'T 
FOR THAT 
MEDDLING 
AVATAR... 


WELCOME TO ULTIMA 
Vill; PAGAN, AVATAR. 
YOUR REPUTATION DOES 
NOT PRECEDE YOU. 


Foe 
* 


Plunder other peoples’ belongings. After all, 
you're the Avatar. 


as their power waned, and they ordered 
their followers to slay the worshippers 
(known as the Zealans) of the new reli- 
gion (who became known as Pagans). 
The Pagans emerged victorious from the 
ferocious civil war that ensued. 

Somewhere along the way, though, 
someone finally got it into his or her 
head that these Elementals were per- 
haps a bit too mercurial in their tempers. 
Thus was begun the task of either 
appeasing or binding the Titans where 
necessary. Lithos was granted the bod- 
ies of the dead for eternity, while Hydros 
was subjugated through fear of entrap- 
ment. Pyros was bound into a piece of 
magical earth Known as blackrock. 
Stratos, Elemental of Air, did not need 
appeasement, for his followers practiced 
the healing arts. 

You, as the Avatar of Britannia, must 


The strangest world you have ever laid eyes on. 
Watch out for the mushrooms. 


Kicking an enemy is a perfectly fair fighting tac- 
tic, as you'll soon discover. 


now navigate through this world of 
Pagan. You must rely on instincts honed 
on a world far away in order to under- 
stand the customs and religions of the 
world you now find yourself in. Through 
the followers of the various Elementals, 
you must learn enough magic of this 
land to thwart the Guardian’s plans for 
you, and find your way back to your 
homeworld. 

The Ultima series is now up to its 
eighth game in the saga of the Avatar. It 
features a completely new interface (sur- 
prise, Surprise) which is completely 
mouse driven. Some commands can be 


What a horrible predicament! Now, where’d you 
leave that magic scimitar? 


accessed from the keyboard, but most 
must be accomplished with a series of 
mouse clicks (single and double-clicks of 
the left or right mouse buttons, with the 
occasional dual-button click thrown in for 
good measure). Movement, both large 
and small, is handled by moving the 
arrow pointer closer to or farther from 
the Avatar (who stays centered on the 
screen). 


Fighting off armies of the undead always gives 
me a man-sized appetite! 


: Interface a _ Playability 


Graphics ° Sou eee 
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~ Replay Value 


a company, the game ‘would never ‘te 
made (or the interface would have been 
modified). Open call to industry design- 
ers: the mouse-only interface is not a 
workable one in any form! Like the 
orapes out of Tantalus' reach, how- 
e rich storyline and haunting 
e eggs the gamer on. This is 
Ultima yet, a world with its 
ady broken by the Guardian. If 
dur first excursion to the worlds 
a, don’t start with this one. It'll 
} Our spirit too and make you won- 
der why so many people play these 
games. But if you’ve played the Ultimas 
before, you know the magic and wonder 
that Lord British can evoke. Don’t let a 
solidly wrong interface stand in your 
way; just be very, very patient. -Kevin 


Interface Playability e Graphics - Sound Replay’ Vi lue | 


Ultima VIII was a disappointment to 
me. I’ve been following the Ultimas 
since 4, which is just about the time 
they became truly innovative in con- 
cept. Ultima has always meant well- 
crafted stories and lush worlds to me. 

That reputation is the only thing that — 
kept me soldiering on throu¢ 
The graphics are clean and pret 
the sounds are decent. The big p 
lem? In a word, interface. | gre 
frustrated with the arbitrary limitatior 

presented by this incredibly awkward 
control scheme that | would have 
hurled the game box bodily from our 
offices had it not been Ultima. That’s 
name brand recognition working, not 
logic. If any other designer presented 
a game with such control problems to 


ee 17s 80 : 80 


movement, this becomes rather tedious. 

Picking objects up, which should be 
simple, becomes a complex string of 
point-and-click moves to call up all sorts 
of minor subwindows. What could have 
been a simple and elegant inventory 
screen becomes a rummage sale as 
ten Apt to move things around in 
napsack in order to get to the one 
yu need. This becomes ridicu- 
s if you are carrying a bag inside a 
ist inside your backpack. On the 
hand, the story line is excellent, 
and requires only minimum suspension 
of disbelief. The game is pretty to look 
at, too, and sound is not bad. A better 
interface would go far toward a higher 
score; mouse control is not the future 
for PC games. -Ted 


Interface ¢ Playability ¢ Graphics « Sound» Cee Value” 
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Ultima Vill: Pagan is another exam- understand this from a programming 
ple of a game that could have been a aspect, but it seems ridiculous that an 
benchmark piece of software and, entity who has saved the collective 
because of a clunky interface, isn’t. bacon of Britannia time and time again 
The story of UVIII is tremendous. The and who has gone toe to toe with a 
graphics are gorgeous. The in being as powerful and frightening as the 
tivity makes me wish for more ¢ ardian can’t step over a throw cush- 
like it. However, the control § . Ultima VIII needs a keyboard inter- 
gives me headaches. Getti not, one should be instituted for 
Avatar, now totally genderles X.lt’s a crying shame, because 
raceless due to an unremo love to get lost in this game, but 
met, to walk, run or jump isn’t F interface is so completely opaque 
of a problem. Getting the Avat at | keep stumbling over it. Ultima VIII 
through a door can be very difficult, is an enjoyable game—the story is 
but it’s workable. The biggest prob- good, the characters fun to talk with, the 
lem with the mouse is jn combat— environment exciting. It isn’t, unfortu- 
line up just slightly off-line and wind nately, the world that | felt it should 
up dead very fast. The Avatar is inca- have been. | can play it, but | can’t live it 
pable of stepping over anything. | the way | want to. -Steve 


As you can see from the numerical 
scores in the box above, this game 
takes a rather large point hit on its 
interface. The interface affects the 
playability of a game, and this game, 
though not unplayable, was kind of 2 
annoying to work with. The ers 
may be sold on the idea of a1 
interface, but please give those of, 
who are hopelessly addicted to/o 
keyboards some form of that met 
of control. Battle was difficult; Sime 
standing slightly off-center in combat 
will get you very, very dead. The 
logic isn’t there either: a pile of 
clothes or a flask act just like a wall. 
You cannot simply step over them; 
instead you are forced to walk 
around them. With mouse-based 
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ou stumble upon An ancient hetraya 


a battered old book must be unveiled. 
and find your elf Secret books concealed 
transported to the on the island of Myst 


island of Myst. ead the w y to wor ds 
Now you have no born of a master 

other choice but to storyteller's imagina- 
explore. As you do, tion. Yet one by one, 
it quickly becomes they're being destroyed 
apparent that some- through the treach ry 
thing has sone wrong. of his sons. 

Terrib y wrong. But which one? 


Broderbund) con 


Myst is a trademark of Cyan, Inc. All rights reserved. Macintosh and local dealer ae call 


QuickTime™ are registered trademarks of Apple Computer, Inc. 800/52 1-62 3 
MPC is a registered trademark of the Multimedia PC Marketing Council. 
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FORM PATTERNS OF LIGHT 
AND SOUND ON THE MaAc. 


DREAMLIGHT’S VERTTICE UPS THE ANTE FOR MACINTOSH 
SHAREWARE BY PROVIDING A UNIQUE PUZZLE. 


The problem with a lot of puzzle 
games for the PC or Macintosh is that 
they are simply rehashed versions of 
older titles. A new coat of paint doesn’t 
make for a new game, and after playing 
new version of the same thing over and 
over, you can Start to feel cheated. 

That’s where Verttice comes in. Vert- 
tice is a totally new brand of puzzle. In 
the center of the board, a photon of light 
is emitted. This photon travels down a 
pathway, eventually coming to rest in 
one of eight receptacles. You can con- 
trol the direction this photon travels and 
where it will end up by flipping the tiles 
on the laser lattice. The goal is to place 
a photon into each of the eight points on 
the board. Placing two photons into the 


While the first board in Verttice looks simple, 
completing it can be a time-consuming task. 


Verttice 
by DreamLight 


Game Summary 
Move photons of light to safe 
havens around the board. Put two in 
the same place and find things get 
rough. Play through 108 different 
levels of puzzling madness. 


Overall 79% 
Rating: o 
Requirements: System 6.0.5, 12” monitor, 
Hard drive 


Controller: Mouse 
Available for: Macintosh 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 
No. of Players: 


One player 
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Plot which direction the photon will go, then flip 
the bricks to send it to the right spot. 


Same receptacle destroys them both. 
Worse, this causes a chain reaction that 
forces all previously stored photons to 
be re-released into the lattice one at a 
time. Each time you complete a board, 
you can move on to the next. When you 
complete six boards, you can advance 
to the next level. At this point, the game 
automatically records your progress, 
eliminating the need to replay already 
completed levels. 

You can move to any level at any time. 
Play them in decreasing order of difficul- 
ty, if you wish. During play, if you get 
stuck on what to do next or need a 
refresher course on the rules or controls, 
you can pause the game and refer to the 
on-line manual at any time. 108 difficult 
levels await your puzzling pleasure. 

Verttice is currently available via sev- 
eral different on-line services including 
Compuserve, Delphi and GEnie. If you 
don’t have a modem, you can contact 
DreamLight for a copy by sending a 
disk, SASE and U.S. check or money 
order for $24.95 to DreamLight Incorpo- 
rated, 50 Clifford St., Providence, RI 
02903. 


On much of level 18, you can’t tell which way 
the pulse is going to go until it gets there. 


Interface * Playability * Graphics * Sound * Replay Value 
87 61 80 80 87 


Verttice is the type of game where | 
find myself asking, “Is this game diffi- 
cult because | am not very interested 
in solving the puzzles it presents, or 
is it merely intentionally difficult?” In 
this case,.|. believe both answers are 
correct. A puzzle game with real-time 
split-second reactions required would 
not normally amuse me much. Add in 
the factfhat the player must react 
much faster than-any other puzzle 
game hat | know of (as fast as some 
arcade games), and the fact that the 
puzzles are intellectually difficult to 
solve in the first place, and you’ve 
come up with a game whose concept 
you must really love in order to con- 
tinue playing it. | have no such love 
for Verttice. -Kevin 


Interface » Playability * Graphics * Sound » Replay Value 
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Although I’m usually given to puzzle 
games like this, | felt that Verttice had 
one major flaw: the general color 
scheme. The pieces are purple, the 
background is purple, and the slots 
you need.to maneuver.your pieces 
into aré purple», Admittedly, they are 
all different shades of purple; | felt the 
game play would be enhanced by at 
least some ability to control the gener- 
al schema (for instance, player control 
over what those colors should be). If 
you can get’past this’rather glaring 
flaw, Verttice is a very enjoyable 
game. Control is difficult because 
game play moves so quickly, but you 
get a lot better with some practice. If 
you like games that combine reflexes 
and thinking, get it. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 
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What started out as sort of an exer- 
cise in futility, became, as | learned 
the tricks necessary to be successful, 
a growing fascination. Verttice moves 
very quickly, especially when you 
aren't sure.what’s going.on. The trick 
that makes the game much more 
playable is to pause every couple of 
moves and make sure things are 
going the way you want them to. | 
didn’t like. the game at first, but as | 
sat in my office and fooled around 
with it, it grew on me. Now I’m addict- 
ed. The low price makes the game 
even that much better of a purchase. 
Pretty graphics and nice music round 
out the package. Give it a chance to 
hook you, and you might find yourself 
unable to leave. -Steve 
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FIARRY AND LOUISE ARE 


COMPLETE IDIOTS. 


FORMULATE A STRATEGY TO DEVELOP A NATIONAL 
HEALTHCARE PLAN—THEN TEST IT. 


What would you do if you were in 
charge of the nation’s health care? 
SimHealth challenges and enables you 
to design a national health care system 
based on your ideas and values, then 
tests it in a dynamic computer simula- 
tion. Who gets health insurance? What 
does it cover? Who pays for it? How will 
you deal with expensive new medical 
technologies and non-traditional medical 
care? How do you control costs? How 
will your plan affect business, physi- 
cians, specialists, insurance companies, 
lawyers, medical research and the aver- 
age citizen? You make the tough deci- 
sions—you live with the consequences. 

Find out if Bill and Hillary are correct, 
or whether Harry and Louise are—test a 


Se igict at 
Set up your reforms with an eye toward the over- 
all benefits to the populace, including lawyers. 


SimHealth 


by Maxis 


Game Summary 
Test out your own pet theories for 
national health care. Challenge the 
underlying assumptions of the cur- 
rent political mood and get to the 
heart and lungs of the matter. 


Overall 75% 
6 

Rating: & 
Requirements: 386, DOS 3.1, 4 MB RAM, 
VGA/SVGA 
Sound Support: Sound Blaster, AdLib, 
Roland, PAS 
Controller: Mouse 
Available for: PC and compatibles 
Designed by: Maxis/Markle Foundation 


Distributed by: Maxis 
Retail Price: $29.95 
Hard Drive Space: 
No. of Players: 


One player 
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ee 


A quick-and-dirty breakdown of the effects your 
policies have on a GP clinic. 


number of current health care proposals, 
identifying key strengths and weakness- 
es. Design and enact a national health 
care system that supports your personal 
values, and then find out if it is a work- 
able plan. If your scenario tests positive- 
ly, record your policy to share with oth- 
ers—Say, your Congressman, the first 
lady, or the President himself. The 
model upon which SimHealth is built is 
not static, so you can feel free to chal- 
lenge and change its underlying 
assumptions. The ultimate test of any 
health care system is its popularity: will 
the voting public put you down for anoth- 
er term, or will you be out on the street 
collecting unemployment? 

Although the game was produced by 
Maxis’ Business Simulations division, it 
has been underwritten by the Markle 
Foundation, whose goal is “to promote 
the advancement and diffusion of knowl- 
edge. .and the general good of 


mankind.” The manual is typical of Maxis 
products, rife with quotes both humorous 
and poignant, and displaying the general 
depth of knowledge that only thorough 
research can provide. 


er i TO ed 
News at a glance: buildings will shrink or grow 
based on how well they are performing. 
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| was afraid SimHealth would turn out 
to be somebody’s platform for how : 
health care reforms should work.) 
This is not the case; the models are 
fully nonpartisan (as far as | can tell) . 
and if.you don’t like them, you can 
change the underlying algorithms 
and “realities” that the Calculations 
are based/on. That said, SimHealth 
makes for a rather 4@pid game. Of 
course, Ats not really intended as a 
game./This is a COmputer analysis 
with a’bit’of paint slapped-orn to make 
it resemble a game. If you're really 
interested in fiddling around in an 
oversimplified view of our health-care 
system using someone else’s tools, 
give this a try. It’s the equivalent of a 
serious documentary. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 
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| think we can all agree that managed 
health care is not an easy subject to 
cover. However, | feel that SimHealth 
doesn’t provide an adequate view of 
the decisions necessary to evolve a 
balanced budget and_provide for a 
national health care System. This 
game does provide a leéarming envi- 
ronment; it is Simply awrather limited 
approach. One thing | would have 
appreciated, though, is for Maxis to 
come Jp with a simulation in this 
arena’ that doesn’t Insult’ my intelli- 
gence. For example, when you cut 
government services, they are cut 
across the board rather than enabling 
you to single out areas to cut from. 
This is unjustifiably poor implementa- 
tion. -Ted 
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88 78 85 78 59 


SimHealth has been created, osten- 
sibly, to generate conversation about 
a national health care plan. While the 
reasons for this are good, the game 
itself falls short of its lofty goals. It’s 
SimLite more than anything. I’d like 
to be able to cut specific programs 
(nuclear testing, say) to help balance 
the budget, but you Cant How can 
meaningful dialog spring up if the 
right answer is “cut Spending.” Duh! 
As a logic puzzle, SimHeailth is inter- 
esting—the problem ts that any talk 
this game generates will not be about 
a national health care plan. It will be 
about strategies that will beat the 
game. The idea is dead on, the exe- 
cution falls way short. Nice try, but 
it's too simplistic. -Steve 


An Interactive Movie on CO-ROM 


Pe. PAC FF $sHoT 4 


BSS 7 


— MacUser 


“The first and still the best 
= interactive sci-fi cartoon movie 
on disk is Spaceship Warlock.” 

—Bob Levitus 

Guidégto the Macintosh Undergound 


“If you want to see the ultimate computer, 
game, see Spaceship Warlock!” r 
— Computer Game Review 


_“...a dazzling multimedia science > comes 
fiction novel that tips its hat to i 
pulp classics while showing usthe 
way to the future... perhaps the best 
reason yet to hook up a CD to your Mac.” ” 

~ Steven Ley, 


~— “Everyone agrees: Spaceship 
Warlock is a hit....a milestone in the 
progress of interactive media” 

— Tony Bove & Cheryl Rhodes 
INSIDE REPORT 
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IBM PC: 
IBM or 100% compatible 
386 or higher with 4 MB 

of RAM, Windows 3.1, 
Super VGA (640 x 480, 
256 colors), 

, SoundBlaster or 100% 

compatible sound card. 


monitor, 3.5 — of 
free RAM, CD-ROM 


a ) y 
. MACINTOSH/MPC =| BS? 7 
Spaceship Warlock is a trademark of Reactor Inc. bh, a e Bae 2s Pere eee 
Copyright © 1991 by Reagger Inc. All other tradenames 
are the property of their respective holders. ~ Sa ey (3 l e] -74-47T 9 
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50,000 PouNDS OF 
THRUST UNDER YOUR SEAT. 


Freer DereNDER: THE F-14 TOMCAT SIMULATION WILL 
HAVE YOU CLUTCHING YOUR JOYSTICK. 


The catapult officer calls for full after- 
burner. 50,000 pounds of thrust spools 
behind you as your F-14 strains for 
release. Less than three seconds later 
your Tomcat screams off the flight deck 
at 150 knots. As you climb away from 
your carrier, you turn your head slightly 
to catch the view as your wingman 
swings his bird into the air. The fight 
rages on your radar; the Sparrow and 
Sidewinder missiles slung beneath your 
fuselage glint in the early dawn light as 
you head for the action. 

Fleet Defender is the first flight simula- 
tor to accurately recreate carrier-based 
operations. Experience all the excite- 
ment of a catapult-assisted launch, real- 
istic air-to-air combat and the challenge 


The various camera views offer full exterior and 
interior views of your aircraft. 


Fleet Defender 
by MicroProse 


Game Summary 
Tactical flight combat simulator 
based on theeF-14 Tomcat. Fight 
against the latest and greatest mili- 
tary aircraft. Gain insight into carrier- 


Overall 
386-33 (486 recc’ed) 


4MB RAM, VGA 

Sound Blaster, AdLib, 
Roland, PAS 

Keyboard, joystick, mouse 
PC and compatibles 
MicroProse 

MicroProse 

$59.95 

12.5 Meg 

One player 


Requirements: 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 
No. of Players: 


4 COMPUTER GAME REVIEW 


Sidewinders are a boy’s best friend. Keep plenty 
on hand. 


of landing on a pitching deck. You'll be 
drawn into the high-stakes world of the 
Navy’s best fighter pilots. 

You start your career in the same 
manner as a real F-14 crew: training at 
Oceana Naval Air Station in the Tidewa- 
ter region of Virginia, home of the 
Atlantic Fleet Tomcats. Actual 
Squadrons are represented in the game: 
the Tophatters, the Sluggers, the Grim 
Reapers, etc. These are the squadrons 
of Operation Desert Strike, the Libyan 
confrontation, and more. You'll need the 
razor-sharp skills that these pilots have 
honed in order to defeat hostile aircraft 
using state-of-the-art fighter tactics. 

Cockpit representations are accurate, 
as are the F-14’s flight characteristics. 
Enemy Al, built on new artificial intelli- 
gence techniques, allow for realistic sim- 
ulations of Soviet and Third World mili- 
tary doctrine. MicroProse has also built 
in an expanded interaction between 
human player and computer-controlled 
wingman. Terrain graphics are generat- 
ed based on USGS surveys. New 
enemy combat aircraft include the Soviet 
Su-27 and MiG-31. 


The mission debrief reviews highlights of your 
mission. 


Interface * Playability * Graphics * Sound * Replay Value 


78 72 so 79 87 


F14 Fleet Defender is a complex, key 
and manual intensive flight simulator. 
In other words, you either love it or 
hate it from the start. For those who 
came in late, F14 is the latest ina 
string of.flight sims from. Microprose. 
lf youwe played the other sims in this 
line (ike F1S Striké Eagle Ill), you 
know ‘pretty much exactlyshow this 
interface operates. Of course, the 
F15 and .F 14 fly distinctly different 
missions, which causes some inter- 
face differences. Graphics are par for 
a flight sim, as are sounds. The fully 
optimizable training/scramble mis- 
sions are a plus, and the campaign 
section contains many hours of play 
for the die-hard flight sim fanatic. But 
if you’re not one, stay away. -Kevin 


| {Interface * Playability * Graphics * Sound * Replay Value 


87 91 89 685 90 


_ Having a former F-14 pilot (and a 
_Tophatter, to boot) for a friend some- 
_ times comes in handy. He had picked 
_ this sim up shortly after it was 
released, and he gave me the low- 
down On.accuracy: “clase enough to 
— get m@ Sweating’ were his exact 
_ words. It takes a lot for a combat 
flight sim to tani! me, and this one did 


the trick. | was a bit leery of,learning 
yet another set of seemingly unrelat- 


_ ed keyboard commands, but Fleet 


Defender iS easy once you get the 
hang of them. Graphics are good, 
and sound is pretty decent; carrier 
landings are best left to the autoland- 
ing feature until you have enough 


_ time and patience to learn how to do 


them properly. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 


86 8680 89 82 #90 


For those gamers in the world who 
like nothing more than another flight 
sim, well, here’s another one. Seri- 
ously, this is a pretty tasty aircraft 
game, with lots to shoot down and 
more to.see. Graphics.are..very nice 
and gOntrol is\a breeze. HOw accu- 
rate iS it? Having never flown an F-14 
and having no desire to, | don’t know, 
nor do | honestly care. | do know that 
Fleet Defender is lots of fun. Even 
the training missions, which are so 
easy that they defy all logic, are fun, 
since you have MiG targets just wait- 
ing to be exploded. | prefer WWII era 
flight sims over jets—I like the sense 
of honorable combat rather than 
death from 12 miles, but for jet 
games, this is a good’un. -Steve 
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STEER YOUR BOAT THROUGH 
HOSTILE WATERS. 


SSN-21 SEAWOLF ALLOWS YOU TO TEST YOUR SKILLS 
AT THE OLD GAME OF CAT-AND-MOUSE. 


Passive sonar tells you that you've got 
some pretty heavy-duty enemies 
descending on your position. This is 
nothing new; you were expecting to find 
a convoy of heavy cruisers accompany- 
ing some of the Soviets’ latest designs in 
destroyer-class vessels. It’s what you 
don’t see that bothers you: intelligence 
has informed you that there should be a 
November-class nuclear sub along for 
the ride, and you haven’t acquired that 
particular target yet. Not to worry, 
though; your sonar man is the best in 
the Navy. Suddenly, you are informed by 
him that he has just heard one of the 
scariest sounds he’ll ever hear: a 
November-class sub’s torpedo tubes 
being flooded. The chase is on as you 


Deploy your towed array ASAP. It serves as an 
extension of your sonar man’s eyes and ears. 


SSN-21 Seawolf 


by Electronic Arts 


Game Summary 
A variety of missions for the 
supreme submarine commander; or 
play through an entire campaign to 
eliminate the spectre of the Red 


— amas 


Overall 
Rating: 
386, VGA, DOS 5.0, 
4 MB RAM 


Requirements: 
Sound Blaster, AdLib, 
Roland 
Controller: Mouse, keyboard 


Available for: PC and compatibles 


Designed by: 


Sound Support: 


Electronic Arts 


Distributed by: Electronic Arts 


Retail Price: $69.95 
Hard Drive Space: 14 Meg 


No. of Players: One player 


26 COMPUTER GAME REVIEW 


Learn to read your waterfall. Here, there’s engine 
noise coming from dead ahead. 


power up to flank speed and drop a cou- 
ple of noisemakers off your stern. The 
unmistakable sound of torpedoes being 
launched can be heard echoing the 
length of the hull. Are your evasive tac- 
tics enough? 

Welcome to the world of SSN-21 Sea- 
wolf, where hesitation on your part can 
mean the deaths of hundreds of men. 
Silence is golden in the submariner’s 
realm, and your skills will be put to the 
test against a newly hostile Soviet force. 
Engage in missions to blockade missile 
cruisers headed to Cuba, sink “boomers” 
(missile-bearing Subs) in the Chesa- 
peake Bay, and target the entire Soviet 
Atlantic force as it lies at dock in 
Severodvinsk. There is even a mission 
wherein the Libyans have decided to 
settle some old scores with the US dur- 
ing the confusion of the war; you must 
sink the subs they have harassing the 
US fleet. Stealth is the key to victory; 
one false move and you'll be so much 
flotsam and jetsam. Play individual mis- 
sions like those outlined above, or carry 
out a full-scale campaign against the 
dreaded Red Scare. 


A convoy of ships is headed your way. Is it friend 
or foe? 


Interface * Playability * Graphics * Sound * Replay Value 


90 § 86 86 80 81 


Seawolf is a submarine game that’s 
been filtered through the new tech- 
nology available in games today. As 
such, it makes free use of pretty 
graphics and sounds. Is it a dank 
atmospheric. sub simulation? Nope. 
Not even close» You Can get a lovely 
graphic “news” angle of every kill you 
make. Thére’s no Claustrophobia. 
However, that do¢ésnt mean, that the 
game isnt enjoyable. Far trom it, in 
fact. The menu-driven controls are a 
blessing once you léarn your way 
around. It’s based on submarine real- 
ities, at least. And it bends over back- 
wards to make itself easy to play. 
This is a submarine lite, a fun game 
for those interested in subs but not 
fanatics on the subject. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
89 89 89 90 89 


This game is not a load ‘n’ go. It 
requires spending some time with the 
manual so that you can understand 
sub tactics. The interface is a bit con- 
fusing at first, and | found that | pre- 
ferred keyboard play.over mouse 
control. Graphics’ aré decent, and 
sound 1s good, too (particularly the 
voices). Game play ts..painstakingly 
accurate: you have no contact with 
the outside.,world ex¢ept what your 
sonar man can tell you. When | first 
played this'game, | didn't like it much. 
After sitting down with it for another 
session, | finally felt in touch with the 
Gestalt of it. This is a fine strategy 
game, requiring planning, patience, a 
steady hand, and nerves of steel. Go 
to it. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 
89 91 90 89 80 


Sub simulations have been all the 
rage lately, and SSN21-Seawolf is a 
good one. It isn’t a great one, though. 
The big drawback with this simulation 
is not the difficulty, which is fine, but 
the realism. It’s supposed to be, | 
gather, realistic, But | wonder how 
legitimate a miSsion-based game is 
for a ship like a submarine,that rou- 
tinely/goes on hunt-and-kill missions 
in war Situations. Ditto/the blaring 
music. The game is ridiculously easy 
to control with the mouse, even for a 
keyboard fan like myself. The graph- 
ics are pretty and the sound is good, 
too. My major complaint here is that 
Seawolf tries (and succeeds) to be 
flashy and neat rather than atmos- 
pheric and accurate. -Steve 
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TITAN GAMES OR OMISSIONS 
1 WEST SEMINARY ST. 
BRANDON, VT 05733 


KNOW WHEN TO HOLD | [M. 


KNOW WHEN TO FOLD “EM. 


KNOW WHEN TO WALK AWAY, BUT YOU'D BETTER KNOW 
WHEN TO RUN IF YOUR BLUFF FAILS IN POWER POKER. 


The game is seven-card stud. Two 
down, four up, one down. No wilds, no 
power cards. Just sheer luck and bluff- 
ing skill. Five cards in, there’s just three 
of you left. Tex, the loudmouth, is show- 
ing only king-high but betting aggres- 
sively. Is he bluffing (again), or has he 
got some good cards hidden in there? 
Angel, by contrast, has a pair of tens 
showing but is just quietly calling Tex’s 
big bets. Is she hanging on to her 
chance of a triplet, or does she already 
have one in the hole and just doesn’t 
want to scare us off? Now the bet’s to 
you, and it’s riding at $75. You’ve got a 
pair of deuces and a pair of nines. Two 
more cards are coming. Call? Hope for a 
full house or at least a better match? 


All player’ s standings are displayed in easy-to- 
read graphic format. Try not to gloat. 


Power Poker 
by Electronic Arts 


Game Summary 
Play just about any form of poker 
against up to nine computer oppo- 
nents or network players. Customize 
most aspects of play or create your 
own poker variants. 


Overall 
Rating: 


Requirements: 


89% 


Macintosh Plus 
1 Meg RAM, Hard Drive 


Sound Support: N/A 


Controller: Keyboard, Mouse 
Available for: Macintosh 


Designed by: Todd Ouzts 
Distributed by: Electronic Arts 


Retail Price: $44.95 
Hard Drive Space: 


No. of Players: 1 player (10 on network) 


28 COMPUTER GAME REVIEW 


Chance of improving on the next card: 6 2 37 (16.22%) 
"ia 37 (94.59%) 


Call. ona poaseril analysis function at any time 
and know where you stand. 


Raise them both and try to scare them 
off? What’s your call? 

PowerPoker brings the tension of high- 
stakes (or low-stakes, if you prefer) 
poker to your computer. It features a full 
range of poker variations, from Three 
Crad Monte to Texas Hold ‘Em. Each 
game is fully editable, from the addition 
of wild cards or power cards to the addi- 
tion or subtraction of betting rounds. 
Entire new games can easily be created. 
The very fabric of play can be altered 
outside of the games themselves: chip 
values, betting conventions and limits, 
buy-in amounts and limits, number of 
players at the table and more. 

Players themselves are shown as 
QuickTime movie clips. Each has his or 
her own reactions and speeches, includ- 
ing pondering, raising, winning or losing. 
The dealer’s voice is digitized and pro- 
vides running commentary. 

Network users have an additional ben- 
efit in being able to host network play. 
Up to ten human players can compete 
on a network, replacing the solid Al of 
the computer with the vagaries of human 
bluffing and mistakes. 


Every poker player’s dream: the straight flush. 
Go ahead and bet the mortgage. 


PowerPoker is the best way to play 
poker on a computer. Up to ten oppo- 
nents, each with their own personali- 
ty and flavor. More poker variations: 
than you can shake a stick at; an infi-. 


amenity that wasn’t included. The Al 
is spotty in places, but rather power-: 
ful in others. I’ve never been a fan of 
card games, but this package is a 
sharp piece of work. If you love 
poker, do yourself a favor. -Kevin 


Interface * Sapam Lou eo pete: Value 
90 94. 92 99 


This product is a good. 
Not only are there about a billion-. 
kajillion variations on poker included, 
but you can design your own varia- 
tions, as well. It doesn’t get a whole 


my vote for least liked and most 
loathsome). I’m disappointed that the: 
game is only out in the Mac version, 
but with support like this, a PC ver- 
sion (hopefully) won’t be very far 
behind. -Ted 


Interface * Playability « cans * Sound Replay Value 


89 90 85 92 91 


Power Poker sort of took over our 
offices for a couple of days. | like it, 
but I’m not as gung-ho as everyone 
else seems to be. For starters, the 
dealer voice is very ners: turn it 


liked to include in games (like a 
forced redeal in certain situations in. 
stud games) that the game couldn't 
handle. This is a top-notch poker 
simulator, but my interest waned 
after a week. -Steve 


ype Pee 
YY VAO = AO 


l€ took 1400 years, 
but we fails 
got them together 


3 
g 


OXI TIED ION 


ogee ether to a stor x you, andit's soingt to ie 
| of The Three peel exciting, “Ane ail, Genghis Khan is out to lead his 


CONQUER THE WORLD! SEIZE THE ye 


Mongol hordes vietoriously across Asia and tick 
Europe in GENGHIS KHAN IT: CLAN OF THE GRAY 
Wo F and Cao Cao's devising new ways to | 
reunite China after the collapse of the-Second W pe A colo: 
Han Dynasty in ROMANCE OF THE THREE § Mouse support 
SEAL AN ALLIANCE. Distag& Dice’ __KINGDOMSIII: DRAGON oF DESTINY. The & Sound Blaster & AdLib™ 
contest for world domination is about to begin. sound support 
Are you ready? 
KO m | at oe FOR 
NES & SEGA. 
— KOEI Games are available for all systems 
KOEI Corporation, 1350 Bayshore Highway, Suite 540 in retail outlets nationwide! If you can’t 


Burlingame CA 94010 find the KOEI product you are looking for, 
; ; call us at (415)348-0500 (9am to 5pm PST). 


Genghis Khan || and Romance of the Three Kingdoms II! are trademarks of KOE! Corporation. 


COMPUTER CAME REVIEW 


About a year 
ago, the gaming 
community in the 
United States was 
rocked with the 
release of Alone in 
the Dark. Featur- 


ee 


Coens Be 


Alone in the Dark 2 
by leMotion 


Game Summary 
Run through a haunted house and 
garden filled with undead nasties 
and a curse. Rescue a kidnapped 
girl. Experience the world of polygo- 


He 


' Overall 
Rating: 
VGA, 386/25 or better, 
2MB RAM 


Requirements: 
Sound Blaster, Adlib, 
Sound Source 
Keyboard 
PC and compatibles 


Sound Support: 


Controller: 
Available for: 


Designed by: Infogrames 


Distributed by: Interplay 


30 


Retail Price: 
Hard Drive Space: 
No. of Players: 


$59.95 
14 Meg 
One player 
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Something is rotten in the state of California. 
Your job is to discover what it is! 


ing a unique perspective, cinematic 
views and fully-controllable 3-D polygo- 
nal figures, Alone in the Dark was unlike 
anything anyone had ever played. 

If you played Alone in the Dark, the 
chances are you’ve been waiting for a 
few months for the sequel. Here it is! 
Alone in the Dark 2 features the return of 
the elusive detective of the bizarre and 
macabre, Edward Carnby. While the 
quest again centers around a haunted 
house, this is where the similarities of 
plot with the first game end. A small 
child, Grace Saunders, has been kid- 
napped by the undead pirate One Eyed 
Jack. Jack leads his zombie crew mem- 
bers as they continue their exploits of 
piracy, smuggling and pillaging. Carn- 


SOMETHING 
IS COOKING 
IN FIELL’S 


KITCHEN 
THESE DAYS! 


LOVECRAFT NEVER LOOKED 
THIS FRIGHTENING. 


Not everything you see can be picked up or 
attacked. Some of it is just to scare you. 


by’s job is not only to rescue the inno- 
cent Grace but also to stop Jack from 
continuing his reign of terror on the high 
seas. 

Of course, to do so, he’ll need to get 
inside the house first. Carnby takes care 
of the gate with a convenient bomb in 
his briefcase, and thus starts the action. 
Initially armed with only a pistol, Carnby 
must fend of the attacks of sometimes 
stronger and often better-armed zombie 
opponents. Ammunition becomes a 
problem quickly, as the zombies do not 
supply nearly enough ammunition to 
mow down the entirety of them. To kill 
them all, Carnby must use guile, wit and 
guts as he takes them on at close range 
with fists and feet. 

Other weapons can be used, as can 
numerous other objects. Each object 
you pick up can be used somewhere in 


Be careful when you investigate the body of your 
friend, since one wrong step could be your last. 


Each of the characters you encounter will have 
his or her own history and unique quirks. 


the game or can be used to give you 
some background on the characters you 
will meet (Those interested in the full 
count will note that AITD2 includes sev- 
enty different characters, many with their 
own attack styles and weaknesses). 

Carnby must be careful, since being 
attacked by killer undead pirates is only 
one of many ways to die. Pernicious 
traps, missteps, high cliffs and more lie 
in wait for the incautious adventurer. 
Wander the maze, the catacombs below 
the house and the house itself as you 
search for a way to take Grace Saun- 
ders to safety. 


You have to spend a couple of bullets to open 
the door next to these shooting range targets. 


As with the first Alone in the Dark, 
AlTD2 features a cinematic style that 
includes changing viewpoints and 
angles. Thematic music and sound 
effects keep you in the game for fifty 
hours of game play. If you can think on 
your feet, solve logical puzzles and have 
the hand-eye skills of an arcade champi- 
on, Alone in the Dark 2 will test you 
relentlessly. 


Even the more unusual items you find will have 
some importance in your survival. 


Interface 


Playability « 


The first AITD was, for me, a land- 
mark game of rare originality and 
atmosphere. Its sequel contains a lit- 
tle less of each, but manages to out- 
Shine its predecessor in some ways. 
Originality suffers, of course, since. 
this is a sequel. The new storflin 

isn’t as archetypical as trying t 

escape from a twisted and hé 
house, and the Lovecraftian toue 
have been toned down. | am somes ~ 
what disappointed in AITD2, but | feel 
that’s due to overexpectations. 1s” 
certainly an excellent game in its own 
right, with a deep and complex story- 
line that still evokes both horror and 
fear. Control over your character, 
while awkward at first, soon becomes 


Graphics « 
85 82 94 


Sound «¢ Replay Value 
89 41 
cautiously around corners and fearfully 
opening doors in a stylized and angular 
world. Unfortunately, combat plays too 
large a part early in the game, and is 
too difficult to master that early. Many 


3 pie ers will quit in disgust. Those that 


it, however, will discover much 
mbat inside the house, plus an 
ive plot twist that precludes com- 
he latter half of the game. They 
oO discover that the rest of the 
ises sharply over its disappoint- 
t few locations. AITD2 blends cin- 
ema and gaming in a unique manner; 
closeups will startle you, views will 
intrigue you and often (in combat) 
annoy you. This is a game to show to 
non-gamers to get them interested in 


natural and easy.You'll be edging computer games. Enjoy it. -Kevin 
Interface Playability Graphics « “Sound Replay Value 
93 96 93 85 55 


Playing Alone in the Dark 2 was not 
the watershed event in my life that it 
seems almost everybody here at the 
Sendai offices claimed it would be. 
Since | had never played AITD1 or 
Jack in the Dark, everyone was inter- 
ested in my reaction. So, he 
the game is very, very playa 
marked by an unusual and inn 
plot twist that held my interes 
| was getting a little bored. 
graphics are (and | mean thiséi 
kindly fashion) odd. That is to 
they are unlike any graphics ve 
found in any other adventure game. 
While they help to draw you into the 
game somewhat, | reveled in simply 
moving the protagonist about so that 


good, and the music definitely helps to 
set the mood. | must say I’m rather dis- 
appointed that the designers didn’t see 
fit to add any sort of MT32 support, 
though. The puzzles presented are 
somewhat challenging; | thought they 
served to be a little tougher. As to 
ame didn’t arouse in me the 
we that everyone seemed to 
Ould, all | can say is, while 
e Dark 2 is a very pretty, very 
| and graphically imaginative 
16, It is still just your basic adventure 
ane. Having started my game-playing 
days with the old Infocom text adven- 
tures (which | still get out and dust off 
every now and again), a game has to 
leave someplace for my imagination to 


| could watch him move. Sound is roam, and AITD2 doesn't. -Ted 
Interface Playability Graphics Sound Replay Value 
91 80 91 93 44 


Well, rock and roll! | really had a load 
of fun with the first AITD, and this 
one is not only longer (a serious flaw 
in the first one), but it’s also harder. 
The zombies no longer run up to you 
and attack in this game. Instead they 
shoot, extremely accurately demi 
add, with startling frequency. W 
there are gamers out there WA don't 
like the graphics style of the AITD 
games, | think they work pretty well. ” 
True, they don’t look anything like 
real life, but the characters certainh 
move like the real thing. Music is very 
solid, as are the sound effects (I real- 

ly dig the footsteps on the stone floor 
when Carnby finds the body of his 
late friend). As with AITD, | enjoy the 
total control over every aspect of the 


game, taking each step for the charac- 
ter and really interacting with the envi- 
ronment (although more objects to 
manipulate and more choices in said 
manipulation would be a treat). Copy 
protection is a one-time deal the first 
me Yow, load it up, which is something 
every other game developer should 
to heart and incorporate in their 
Sducts immediately. It’s not based on 
y Lovecraft that I’m familiar with, but 
flavor is very true to his writing— 
i¢-and creepy. It isn’t quite as sus- 
penseful as the first, and while still 
atmospheric, it’s a little less so. The 
problem of having some camera angles 
that are not at all conducive to fighting 
remains. If you even sorta liked AITD, 
don’t pass this one up. -Steve 
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It is vacation time .. . you can sit at 
home watching the grass grow or 
enter our world... LUCKY’S 
CASINO ADVENTURE. This could 
just be your lucky break. Everyone 


Games Included: 5 Different Pokers, 8 Different The “‘Lucky’s Casino Adventure” 

Slots (all completely different), Paigow, Bingo, computer game is for IBM PC. It can be 
Keno, Baccarat, 3 Different Video Pokers, Money obtained through your favorite retailer or 
Wheel, Blackjack, Casino, Craps, Red Dog, Call: 


Roulette, Caribbean Stud (ALL REAL CASINO 1-908-788-2799 


can “win’, but only the best can hold 
out for the full three weeks. Travel 
between the many casinos, have a 
bite to eat and rest in the hotels. 
Nothing has been left out in this state 
of the art experience of a lifetime. 


QUALITY) 

Supports All Major Sound Cards 

256 Spectacular Colors 

Tournament Play 

Scoring History 

640 x 400 VESA VBE 1.2 Compatible 
Three Week Adventures to experience 


or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1993 Q.Q.P. All rights 
reserved. IBM is a trademark of 
International Business Machines. 


Only one fleet will be left afloat in this thrilling 
masterpiece from QQP. Experience the grueling 
campaigns, the agony of defeat and the exhilaration 
of VICTORY!!! Develop cultural resources and 
manage the growth of your population. Allocate 
natural resources to build missile sites, radar 
Stations, shipbuilding facilities and SUPERSHIPS. 

It is up to you to destroy your nemesis... 

or end up in Davy Jones’ Locker. 


¢ MODEM PLAY (A QQP Hallmark) 

¢ City Economics-Cultural and Industrial aspects 

¢ Campaign Play 

¢ Player History 

¢ A wide selection of ship types 

¢ Random Maps-unlimited variation 

¢ A truly challenging Al 

¢ Battles Include: Falkland Campaign, Battle of 
Northcape, The Bismark-Tirpitz Connection, 
Surigao Straight, Yamamoto’s Trap, etc. 

¢ Plus some “What if” Battles 

* A tactician’s and strategist’s delight!!! 


“The Grandest Fleet” computer game is 
for IBM PC. It can be obtained through 
your favorite retailer or call: 


1-908-788-2799 
or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 


PRESCIENT, YET NEBULOUSLY 


ENTHRALLING. 


WORD PUZZLES FROM THE MENSA-MINDED FOLK AT 


GAMES MAGAZINE. 


America’s premiere puzzle magazine 
now comes to your computer. Here’s an 
all-new way to tackle your favorite 
Games Magazine word challenges, as 
well as a special kind of brain teaser cre- 
ated especially for this collection. If you 
love Games Magazine, you’re sure to 
get hooked on this exciting new comput- 
er version. 

Five different types of word puzzles 
offer over 200 puzzles to challenge even 
the most demanding puzzle solver. This 
collection includes classic puzzles from 
the Games Magazine library, as well as 
fresh challenges for your gray matter to 
explore. 

Puzzles can be timed or untimed; era- 
sure is simple for those who are used to 
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Word Scrambles are puzzles designed exclusive- 
ly for this product. 


Games Magazine Word Puzzles 
by Villa Crespo 


Game Summary 
Five different types of word 
games—Crosswords, Double Cross- 
es, Quote Boxes, Cryptograms, and 
Word Scrambles—make up this col- 
lection of over 200 puzzles. 


Overall 8 a % 


e 
Rating: 
Requirements. XT, HDD, VGA, 
640K RAM 


Sound Blaster and 
100% compatibles 
Mouse/keyboard 
PC and compatibles 
Designed by: Villa Crespo 
Distributed by: Villa Crespo 
Retail Price: $29.95 
Hard Drive Space: 3 Meg 
No. of Players: One player 


Sound Support: 


Controller: 
Available for: 
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An easy-to-use menu interface makes game play 
much smoother. 


doing their puzzles with a pencil. If you 
get called away from your computer, you 
can save a partially completed game. 
The interface is controlled with either a 
mouse or your vaunted keyboard. 

Types of puzzles include Crosswords, 
Double Crosses (wherein you must 
come up with a quote by solving cross- 
word-type trivia), Quote Boxes (fill in the 
blanks with the letters provided to come 
up with a quote from a famous person- 
age) and Cryptograms (a straight letter- 
substitution puzzle). The puzzle created 
specifically for this collection is Word 
Scrambles, in which the player must 
spell out words related to a topic by nav- 
igating a grid of interconnected letters. 

Since this game requires only the 
standard base RAM (640K) and no 
extended memory, it will run on any PC 
or compatible with the specified amount 
of memory. Animated graphics support 
includes SVGA, VGA, and EGA (it will 
not work with CGA/MCGA or mono- 
chrome). Sound support is Sound 
Blaster and 100% compatibles only, so 
check your sound board’s documenta- 
tion. 
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Double Crosses combine quotes with crossword- 
style clues. 


Interface * Playability * Graphics * Sound * Replay Value 


80 81 74 72 93 


Regular readers will know that | gen- 
erally dislike puzzle/logic games. 
However, the industry is continually 
creating games that surprise me, and 
this one is no exception. | did not 
expect four riveting hours (as a 
group,“no less)of this game immedi- 
ately after installing it. We thrashed 
through many, many puzzles, and | 
was tremendously amused. Even 
after the initial four-hour marathon, 
plenty of puzzles remained. These 
are tough puzzles, but fun to play 
through—no lowest common denomi- 
nator. The only drawback is an awk- 
ward and slow interface. If you 
remember the heyday of Games 
Magazine with relish, this will not dis- 
appoint; it will enthrall. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


72 81 81 80 82 


~GMWP is the best collection of word 


puzzles available on the PC today; 
however, it does have its shortcom- 
ings. The puzzles are all challenging 
(some are positively exasperating), 
and | must.applaud Villa Crespo for 
not bowing to the lowestyscommon 
denominator’ theory of marketing. 
The graphics are good, and it’s 
pleasant that you can choose from 
three separate piéCes, of background 
music. The only thing | think needs 
Some work js the interface: if you 
type pretty well, you'll fill up your key- 
board buffer in no time. While this 
isn’t annoying to the point of my 
wanting to hurl my machine out the 
window, it’s still pretty aggravating. 
Get it if you like word games. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 


72 80 70, 49 81 


Before Games Magazine went south 
(and before it came back), | had a 
subscription and in fact had some 
puzzles accepted for publication. In 
short, I’m a huge fan of the maga- 
zine, especially the Pencilwise sec- 
tion. Ahats pretty much what this 
package is. AS a word game fanatic, | 
appreciate’ the number and variety of 
puzzles. lf youve ever bought a puz- 
zle magazine to take on an airplane, 
if you do the Sunday crossword in 
your newspaper, this is a game not to 
be missed. If crossword puzzles, etc. 
give you the shivering willies, stay far 
away. | like it, and | won't quit until 
lve finished every puzzle. For future 
collections (| hope there are more) 
the interface needs help. -Steve 


Evolution - Lost In Time 
Available Now: PC & Amiga! 


Temporal Times Nth Whentember -0000- 


KIDNAPPED 
BY ALIENS! 


PLANET 
ROCKED BY 
DISAPPEARANCES 


Dateline Earth: The planet has been rocked by the 
apparently motiveless kidnapping of several 
important personalities from various periods in 
history, causing severe repercussions throughout 
the time continuum. 

Polaroids found at the scenes of the abductions 
indicate that the perpetrators were the same group of 
little yellow aliens with eyestalks responsible for the 
disappearance of the Earth Rock Icon Elvis Aaron 
Presley. 

Rumours have been circulating, also Supported by 
photographic evidence, of a breakout attempt by the 
kidnappees. This attempt, said to be led by an 
unidentified caveman, has yet to be confirmed, 
although several sightings have been reported as far 
apart as Ancient Egypt, Feudal Europe and the Stone 
Age. 

Temporal Police sources are unusually silent, with 
the only official statement being "We have several 
promising leads, and we're hoping to make an arrest 
sometime within the last few centuries." 
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THe RUSSIANS ARE COMING! 


THE RUSSIANS ARE COMING! 


BRAINS, NOT BRAWN, ARE REQUIRED TO DEFEAT THESE 
STRIDENTLY INTELLECTUAL TEASERS. 


Russian 6 Pak is a collection of (you 
guessed it) six games from designers in 
the former Soviet Union. They have 
been compiled into a marketable pack- 
age by the kind folks at Interplay, and 
both the Windows and DOS versions are 
included on the game disks. 

Destined to be the greatest challenge 
since the Cold War, these six games 
can be played separately—or face all six 
in tournament mode. Timers and up to 
nine skill levels will have your fingers 
dancing the Kazatchiok on your key- 
board, as sound effects and authentic 
Russian music keep your blood flowing. 

Crete is a sliding block puzzle with a 
twist. Your player is in a maze much like 
the famed Labyrinth of Greek mythology, 
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before the screen fills with tiles. 


Russian 6 Pak 
by Interplay 


Game Summary 
Play six different games that 
emphasize action and strategy from 
either DOS or Windows. Beat the 
clock with the proper solution individ- 
ually or in Tournament Mode. 


Overall 7 a % 


Rating: 
286-12, VGA 


Requirements: 
Hard Drive, Windows 3.x 
Most major 
sound cards 


Controller: Mouse, Keyboard 


Available for: PC and compatibles 


Sound Support: 


Designed by: Mir-Dialog 
Hard Drive Space: 3 Meg 


No. of Players: One player 
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Flying Plotures 
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In Flying Pictures, players must think several 
moves ahead to keep alive. 


and each level of the maze has a puzzle 
which you must rearrange in order to 
form a path for him to move through. 

Flying Pictures is a game of matching 
and orientation. You must remove tiles 
from the board by matching them with 
the tile your character is holding. The 
rules are simple: line ‘em up and knock 
‘em down. 

In Shadows, you must blow up a field 
of asteroids so that safe trading may 
continue. The twist? Each field has invis- 
ible asteroids which you can only track 
by their trails in the debris field. 

Master of Bombs is a Tetris-like game, 
only now each piece is a different size 
bomb. Connect bombs by orienting their 
fuses so that they touch, then clear the 
board with the randomly dropped deto- 
nation pins. Very tough! 

Line Man is simple to understand, but 
maddening to play. It’s a plumber’s 
nightmare as you try to complete contin- 
uous circuits before the board fills up. 

Fast Ring is a game of connect the 
dots, only timed. Clear tiles from the 
board by connecting as many dots as 
you can. 
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In Master of Bombs, a lethal game of connect 
the dots must be completed. 


interface * Playability » Graphics * Sound » Replay Value 
83 84 fo. fs 89 


The designers claim that Russian 
software development houses, being 
several years behind the technologi- 
cal cutting edge, design games for 
the cerebral aspect, not the flashy 
sound_and graphics Ofmore modern 
games. R6P is thesproof of that state- 
ment. All the games depend on tradi- 
tional andénot-so-traditional puzzles 
solving combined with guiek action. 
Unfortunately, rathéP than Combining 
this slant towards the cerebral with a 
fittingly well-designed Overview, they 
chose to make quick little games with 
no ambition. These games will attract 
your attention for a few minutes, and 
you might even crave their bizarre 
outlook from time to time, but there 
are no Tetrises here. -Kevin 


interface * Playability * Graphics * Sound » Replay Value 


81 S$ 78 a 88 


As diversions go, this collection of 
games is not bad. The games are all 
solid logic puzzles, and can be 
fiendishly tough to beat. While | think 
| would have a difficult time justifying 
the expense..of this.game.to my girl- 
friend, the games are playable and 
even enjoyable (which ig more than | 
can say fof Some products lve seen 
for Windéws). The sound is sort of 
annoyidg, but it caf be lived with. 
Graphies are fairly/Standard for Win- 
dows puzzle games (Solid color back- 
grounds with the puzzle overlaid); 
again, not dazzling, but not distract- 
ing, either. People who like logic puz- 
zles will probably like these games, 
and parents may wish to consider a 
couple of them for their kids. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
84 80 71 68 90 


Most Windows packages are a little 
suspect, but Russian 6 Pak is better 
than most. Half of the games are 
weak, but the other three in R6P are 
very entertaining. Flying Pictures and 
Crete.are.unrewardinge(hhate sliding- 
block puzzles!), while Shadows is dif- 
ficult to play and not very fun. Master 
of Bombs js Tetris-like®6ut Somewhat 
differentéand is not bad. Fast Ring 
and Liné Man involvé.making sealed 
loops of either string OF pipes, and 
are by far the best games in the 
package. It’s a nice bonus that you 
can run this from Windows or DOS, 
and while R6P compares favorably 
with most Windows titles, DOS 
games have little to fear from it. 
Three out of six ain’t bad. -Steve 


MET IVULIME GHIGLTS. 


NEWSWEEK 


~ "The VW Bug is now a Mercedes 


with all the options.” M O re p a a | S e th al 


STRATEGY PLUS 


“Winner: Adventure Game we Can pr int 
of the Year.” 


"... @ monumental adventure game, destined to M , , d : t 
become as much o classic as the original.” O r e a ve n 
BUSINESS WEEK | ' : ‘ 

"Pumped-up software ... radical transformations.” | yO U C a Nn 


THE NEW YORK MES 

“Return to Zork opens nostalgically, 
and then things start to run and 
jump and shout and sing.” 


: than 
for. 


PC ENTERTAINMENT 


“Winner: CD-ROM Game of the Year’ 


“A truly amazing, next-generation product, - 
of such unparalleled quality that it must 


become the model for all tomorrow/s — 


a WORLD oe ; Stunnin va uter- ioienie | 
.. the best use of ful. notion video ec 
any (CD-ROM game... 


You're not watching a movie, 
You're in the movie.” 


(0-20 WORLD To 
“K beautiful, repiea gon 
with a ground. on int 


A cast of 23 actors with over 
an hour of interactive dialogue. 


PC ZOWE 2s 

“Return to Zork vie ar 
the shoulders of its ancestors and le o 
smack bang in the land of complete upto: da 


“Winner: Adventure Gomi 


SPM MAGAZINE 
“One of the most technically | 
advanced and artistically satisfying 7” 
computer games you'llever 
have the pleasure to die in.” 
fo An epic adventure . . . underground. 
CHICAGO TRIBUNE eee 


“Top 10 electronic sion.” 
hy 


¥ 


tf the Year.” 


Serious puzzles with 
a sense of humor 


PC FORMAT 
“A rollicking adventure that will test 

the mettle oFeven the most wordly 
of adventusfe gamers.” 


rc INFOCOM. Now available for Macintosh® (CD. ACTIVISION. 
“Ws the gameplay that counts and 3 


~ Return to Zork is great.” See your local retailer or call 1-800-477-3650. MS-DOS CD-ROM and 3.5” disk versions available. 


Witt APOGEE EVER TOP 


WOLFENSTEIN 3D? 


BLAKE STONE: ALIENS OF GOLD MAY BE THE ANSWER 


TO THAT $64 QUESTION. 


For those of you who simply can't get 
enough Wolfenstein-type action, you can 
assuage that empty feeling you’ve had 
since you completed the final level of 
Spear of Destiny. Blake Stone: Aliens of 
Gold uses the exact same interface, but 
the graphics have been changed to pro- 
tect the innocent. 

Actually, that’s not entirely true. Some 
of the elements in the game have been 
changed as well. For instance, now 
there are inside informants in the mazes 
that you must distinguish from their look- 
alike counterparts; killing them will 
reduce your score for each level. If you 
can correctly identify them, they will tell 
you interesting things and give you aid in 
the form of energy cells for your 


ERR, 


Plasma beasts are nasty critters, but you will 
not be able to avoid them. Lock and load. 


Blake Stone: Aliens of Gold 
by Apogee 


Game Summary 
On a satellite in space, you must 
fight a mad scientist, Dr. Goldfire, 
and his mutant army in a battle to 
control the fate of Earth and 
mankind. 


Overall 
Rating: 


Requirements: 


718% 


386, 640K, VGA 


Sound Support: Sound Blaster, 
AdLib 
Controller: Keyboard, mouse 
Designed by: Apogee 
Retail Price: $59.95 for full version 
Hard Drive Space: he 


No. of Players: One player 
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Which of these men are the informants? Killing 
them takes points off your score. 


weapons, food machine tokens, etc. 

The plot goes as follows: you are 
Blake Stone, a British military agent 
thrust into deadly combat with a mad 
scientist and his mutant army. You must 
manage to retake the space station he 
has commandeered before he can 
implement his plans to annihilate 
mankind and take over the Earth. His 
insanity drives him ever forward, and he 
won’t rest until a) you’re dead, and b) he 
rules the known universe. The forces of 
good (that’s you) and evil (that’s Dr. 
Goldfire) collide in this life-or-death 
struggle for control of Earth’s future. 

As with every Apogee game to date, 
the first episode (The Star Institute) is 
shareware; you can distribute it among 
friends. You can pick up Blake Stone: 
Aliens of Gold in boxed form at your 
local software retailer or download it 
from your favorite BBS (a lengthy 
process at 2400 baud, as the file size in 
Z|Pped form is about 2 megabytes). If 
you want the full version, you must pay a 
registration fee of $59.95 plus $5.00 
S&H; the full version contains five more 
episodes (sixty-six levels in all). 
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A handy reference screen, available anytime, tells 
you how you’re doing on each level. 


interface « Playability + Graphics ¢ Sound « Replay Value 
83 84 76 78 13 


Sure, there’s a plethora of games out 
there that claim to use an improved 
Wolfenstein-like interface. Why both- 
er with updating, when you can play 
a new game with the same, outdated 
late Eighties interface? Just play 
Blake Stone. It features absolutely 
none of the technological or game 
design advances that have been 
made sinee Castle Wolfenstein. It's a 
non-atmospheric maze game filled 
with blue walls, m@st of which you'll 
traverse at close range while hitting 
the space bar, looking for pointless 
secret doors. It’s science fiction 
instead of WWII; mutant aliens 
instead of Nazis. Ho-hum. | disliked 
Wolfenstein, and there’s nothing new 
here to change that opinion. -Kevin 


Interface * Playability * Graphics » Sound * Replay Value 


94 94 88 84 80 


Blake Stone: Aliens of Gold is almost 
exactly like playing Wolfenstein 3D, 
but | can’t say that | like it as much. 
The reason for this is clear: the Nazis 
were (and are) a real and concrete 
evil that decent people everywhere 
love to hate; a mutant army is nebu- 
lous and indistinct. | simply don’t get 
the same levél of Satisfaction blowing 
away thé monster under the bed as | 
do silicon Nazis. The game is still 
enjoyable though, and the added 
strategy of distinguishing friends from 
enemies is a nice touch. The inter- 
face is exactly that of Wolfenstein; 
the graphics and music are pretty 
good. People who are fanatical about 
W83D will not like this game as much, 
but most other people will. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
88 90 75 ~=84 60 


Wolfenstein 3D, Spear of Destiny 
and Doom were are great games, So 
it comes as no Surprise that my 
mouth watered in Paviovian ecstasy 
when this game tooled in. But | got 
tricked—no.great game.is.in this box. 
Sure} you can’t beat the price of the 
shareware version and It’s better 
than a lot(/of other freé stuff, but it 
doesn’t gompare. The graphics are 
two-dimensional as are, the lifeless 
bad guys. | like the concept of food 
dispensers, but really, this wasn't 
very exciting. If you’ve played 
Wolfenstein (and who hasn’t), you've 
played the same only better. If you 
can’t have enough action games, go 
for it. Otherwise, the Doom mutants 
are more satisfying. -Steve 
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~ QuickShot Technology, Inc. So : 
47473 Seabridge Drive, Fremont, CA94538 Tek 6104 490-7968 Fax 610) 490-8370 


QuickShot i isa registered trademark Super Wortior and Lethal Series are tradename: 5 of QuiciShot Patent ew Lick 
- Al other product names are registered trademarks or tradenames of their respective companies. 
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BARTER YOUR WAY 


THROUGH WAR AND PEACE. 


FIGHT, TRADE OR MAKE PEACE WITH ELEVEN ALIEN RACES 
AND SOLVE A STELLAR MYSTERY IN NOMAD. 


Earth Special Intelligence has a mis- 
sion for you. Once you accept, you will 
be unable to receive further orders, 
information or aid from OESI. This mis- 
sion is coded TOP SECRET LEVEL 
ONE: the Terran Government has not 
authorized this mission. 

Earth has made contact with extrater- 
restrials. These aliens have so far been 
friendly; but Earth is at a terrible disad- 
vantage. We are unable to manufacture 
starfaring spacecraft. However, an alien 
starship crashed recently onto the North 
Polar ice and was recovered and 
repaired. One person can operate this 
ship with the aid of the on-board technol- 
ogy. You have been chosen to operate 
it. Your mission is to go out into this 


Planets will actually work for you; use vari- 
ous labor bots to mine, farm or herd. 


Nomad 
by Gametek 


Game Summary 
Fight, barter or solve your way 
through the galaxy. Interact with a 
bunch of aliens to save the Alliance 
from Korok aggression. Be nice to 
your friends. Claim planets. 


Overall 8 5% 


Rating: 
Requirements: VGA, Hard Drive 
640k RAM 


Sound Blaster 
and compatibles 


Retail Price: $59.99 
Hard Drive Space: 6 Meg 


No. of Players: One player 


Sound Support: 


AO COMPTITER GAME REVIEW 


Enjoy casual conversation with alien 
traders, warriors and spies. 


interstellar society of aliens and gather 
intelligence for Earth. All that you do, all 
that you learn, will be transmitted back 
to Earth. Hopefully we will soon be able 
to replicate the starship technology. Until 
then, you are on your own. 

Nomad features a fully menu-driven 
interface that uses the arrow keys, 
mouse, or hot keys. Start-up time Is 
short, while the plot will take some time 
to unravel. The player will meet and 
trade with over 150 distinct aliens from 
eleven fully animated alien races, each 
with their own customs, languages and 
personalities. Individual aliens will 
remember previous relations and act 
accordingly, whether happy or angry. 

The game has three interchangeable 
strategies, any of which can be pursued 
at any time. The plot can be solved by 
aggressively fighting through it, eventu- 
ally besting the final villain in ship-to-ship 
combat. Trading can also save the 
galaxy through shrewd manipulation of 
the barter standard. Finally, the player 
can use a story approach, unravelling 
the great mystery and freeing the galaxy 
without firing a single shot. 
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Differences can be settled by combat in a 3- 
D full screen menu-driven interface. 


Interface * Playability * Graphics * Sound « Replay Value 


88 97 81 63 85 


Nomad is an oddly compelling space 
adventure. Its interface is simple and 
entirely menu-driven, which is both a 
boon (no lengthy manual searches 
for obscure commands) and a draw- 
back (pretty darn.bland). In fact, 
that’s a good catchword for Nomad: 
bland, It’s the oatmeal of Space trad- 
ing games; nutritious and filling, but 
not a,gourmet feast. There are plenty 
of options available, lots of action 
and aliens to meets The planet farm- 
ing/mining ability adds a welcome 
new touch to the old idea of trading in 
space. All in all, Nomad works best 
as a secondary game. Play a new 
flashy game first; but then put in an 
hour or two of Nomad at night. You'll 
come back to it many times. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
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Nomad surprised me with its ease of 
play and rather intricately crafted 
plot. Although it’s space drama in the 
classic vein (evil race attempts to 
enslave galaxy; you must stop them), 
the ability.to, freeform.your. way to the 
conclusion makes this game a lot 
more enjoyable than one in which 
you must simply fight your way there. 
The graphics are nothing special 
(though not.bad by any means) and 
the sound is good. The music could 
stand some work, but it’s not horrible, 
either. The one thing this game lacks 
is the ability to reload your game 
from within the game if you get killed. 
However, rebooting the game takes 
only a couple of seconds, so it isn’t a 
major sticking point. -Ted 


Interface * Playability « Graphics * Sound » Replay Value 
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This is a unique game. I’m not quite 
sure how to classify it. The closest | 
can come is an adventure game with 
a limited arcade element. Give this 
one a chance to rope you in—I was 
really turned off for the first half an 
hour of so. Once got the hang of 
what was going on, it got a lot better 
quickly. Don’t be fooled by this game. 
This isn’t anythingdike X-Wing or 
Master of Orion. It'S a Space opera 
with a lot of trading. | like that the 
game is very open ended—you can 
just complete missions until you fall 
headlong into the plot if you so 
desire. Combat’s a little rough. My 
other main complaint is the lack of a 
restart option at any point. Nomad 
gets under your skin. -Steve 


Force in Ruin and Laughed 
While a 300 Ton Monster 
Trampled Their Streets and 
Residential Zones... 


Now, Those Quiet Little 
Citizens of SimCity’ Have a 
Few Words For You. 


oh 


WHAT’S A BIPLANE DOING 
ON MY FLIGHT DECK? 


EXPLORE THE BIRTH OF CARRIER OPERATIONS OFF 
SOUTHEAST ASIA IN THE EARLY YEARS OF WWII. 


Ask a wargamer 
about carrier war- 
fare, and they’ll 
bring up glowing 
accounts of Mid- 
way or Coral Sea. 
Few think about the 
fact that scenarios like those are the 
products of conflict between two fleets 
that had learned the importance of carri- 
er-based air power in previous battles. 

Carriers at War II explores the evolu- 
tion of carrier warfare from the early 
days of biplanes and battleships to the 
days of specialized carrier aircraft. 
CAWII uses the same interface as its 
predecessor and interfaces with the Car- 
riers at War Construction Set. 


SSG File Play Display Control 
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Sending the planes out on a strike mission is as 
simple as pushing a few buttons. 


Carriers at War Il 
by SSG 


Game Summary 
Command fleet carrier operations 
off Southeast Asia and Australia in 
the years 1936-46. Play either side 
from a conjectural early war to the 
hypothetical U.S. invasion of Japan. 


Overall 
Rating: 


Requirements: 


90% 


VGA, 386SX or higher 
2 Meg RAM, Hard Drive 
Sound Blaster 

and compatibles 


Sound Support: 


Designed by SSG 
Distributed by SSG 


Retail Price: $69.95 
Hard Drive Space: 4 Meg 
One player 


No. of Players: 


N 
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Keep an eye on carriers and their planes. Tell at 
a glance what squadrons are doing. 


CAWII contains eight scenarios span- 
ning ten crucial years of carrier opera- 
tions development. The first, Plan 
Orange, details a hypothetical meeting 
of massed Japanese and American 
forces near the Philippines in 1936. Both 
sides have rudimentary carriers, using 
biplanes(!) as the main striking arms. 
Standard military thinking at the time 
reduced carriers to a sidelight, however; 
this battle is mostly heavy ships. 

Four scenarios investigate the Japan- 
ese thrust into Southeast Asia early in 
the war (Force Z, Java Sea, Tricomalee 
and Port Darwin). The small British 
forces there were quickly overwhelmed. 
But what if the Brits had a stronger com- 
mitment to the area? 

As the war wore on, the Japanese 
became increasingly desperate. Kami- 
kazes were the symbol of this despera- 
tion at Leyte Gulf and Okinawa. Finally, 
the pinnacle of carrier-based operations 
is the hypothetical scenario Operation 
Olympic: the U.S. invasion of Japan. 

CAWII also features improvements in 
the Al systems while adding British fleet 
data for use with CAW Construction Set. 


Take an admiral’s eye view of the battle, the 
task forces and the victory conditions. 


interface * Playability * Graphics * Sound * Replay Value 
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CAWII is a fine example of what 
computer wargames should be. The 
interface is as close to intuitive as a 
detailed wargame can be. Orders, 
even complex ones, are easily sorted 
into possible and impossible ones 
and, im most Casess clicked On to acti- 
vate! But don’t worry about loss of 
detail or acouracy; its here. SSG has 
built up a deserving reputation with 
wargames. If you liked) CAW, and 
especially if you have the Construc- 
tion Set, CAWII uses the same 
approach and adds British ships to 
the data banks. The scenarios them- 
selves are interesting, if difficult to 
get into (no specific orders given). 
But even a novice wargamer interest- 
ed in WWII should see this. -Kevin 


Interface * Playability * Graphics * Sound » Replay Value 
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In a perfect world, World War Il 
would have been all about everyone 
beating up on France. Unfortunately, 
this is not historically accurate, and 
so | must be content pitting British 
naval forces against.the IJN. This 
gameds quite enjoyable; theygraphics 
are decent and sound |S good. The 
interface sisereadily learnable, and | 
had no problem taking down the 
entire British South Pacific fleet in the 
first scenario. If you don’t enjoy 
watching all of the attack’ sequences, 
you can simply click past them (this 
is advisable on the longer scenarios). 
As far as military strategy games go, 
this is first rate; if you have the CAW 
scenario builder, it will work beautiful- 
ly with CAW2. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
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| dug the original Carriers at War, 
and this product is much more of the 
same. The scenarios, including the 
hypothetical invasion of Japan, are 
very cool. What's best is that CAWII 
is just aS easy to play as the first 
game. For those Of US who are out of 
practice or never played the first 
CAW, theresisea top-notch tutorial in 
the manual—more wargames should 
take note of/this and follow suit. The 
animation ig nothing too Spectacular, 
but it doesn’t have to be-'l had loads 
of fun watching the effectively unani- 
mated attacks on enemy ships, 
dreading the same sort of carnage 
against my carriers. If you have any 
love for military sims, you Owe your- 
self this game! -Steve 


elcome to SimCity’ CD-ROM 


Sure, Sure. It’s all fun life footage of those 

and games when you natural disasters you 

can play lord-god-king find so irresistible y 

to a bunch of pixel- (come on, admit it...we g 

high people and text wont tell). Unleash a : 

boxes. Now lets seehow _ killer quake. Meltdown . : 
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daily disasters and other Lie news. holds up when youre plants. Heck, wreak City- disaster and crime destroy your creation. 
faced with the veal thing... Real disasters. Real wide havoc while you're at it... just don’t expect your 
Chaos. Real people. SimCitizens to sit around and take it because in this 

Introducing SimCity Enhanced CD-ROM from SimCity, your citizens are anything but quiet. You'll 
: ee Interplay Productions. make headlines on the nightly news, come face-to- 

It's SimCity with a face with vein-popping city officials 

whole new attitude as and truly experience the lives you rule 

the award-winning with each click of your mouse. 

claseie goes Hollywood SimCity Enhanced CD-ROM. 


with professional actors, , - 
P The all new original city simulator. 


Full motion video brings your city officials ; ; Available for IBM PC & compatibles. 
to life —Police Chief, Fire Chief and more! Motion video and real- CD-ROM and Hard Drive required. 


location shooting, full 


ENHANCED 
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DISCOVER THE BIG PICTURE 
WITH HELP FROM SIIG. 


CONVERT YOUR BIG SCREEN TV INTO A GIANT COMPUTER 
MONITOR WITH TV GAMER PLUS. 


IGAMER| 


1S) 
PLAY | 


COMPUTER 


GAMES 
ON YOUR 


YOU Just Plug It In 


HOVER THE BIG PICTURE | 


=» TV? You're all grown 
§ up now, but you may 
® be feeling a bit con- 
S fined by that 14- or 
15-inch monitor sitting 
on your desk at home. 
Well, dispel your 
angst at once, young 
computer jockey, and 
get ready to subjugate 
the world under the 
heels of your silicon 
jackboots! TV Gamer 
Plus is here, and no 
quarter will be given! 
You just plug it in 
and set up the soft- 
ware(DOS and Win- 
dows takes about five 
minutes), and get 
ready for the most 
| amazing gaming 
adventure ever. Expe- 
rience cooler colors, 
bigger bosses, mega 
q maps, and super-size 
m=  swordfights. See all of 
B your favorite finishing 
moves or_ sports 


TV Gamer Plus comes with everything you need to install it, a five year war- replays up close and 


ranty, and a choice of free Capstone games. Nintendo warriors, rejoice! 


Remember the glorious days of yester- 
year, just you and your old 8-bit Ninten- 
do set? Remember how your family 
used to beg you for viewing time on the 


TV Gamer Plus 
by SIIG 


Hardware Summary 
Experience the thrills of your 
favorite games on your TV. No 
longer will you be limited to that 
cramped little box you call a monitor. 
Also available in Macintosh flavor. 


Overall 81% 


e 
Rating: 
Available for: PC and compatibles 


Designed by: SIIG 


$199.00 


Retail Price: 
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personal. If you keep 
getting killed in one 
particular area of a game and need to 
figure out what’s going wrong (or you 
want a permanent record of a truly daz- 
zling victory to show your friends), hook 
up the TV Gamer Plus to your VCR and 
record the sequence on videotape. You 
can even use TV Gamer Plus with wide- 
screen and projection televisions for a 
truly religious gaming experience. 

SIIG has incorporated the latest signal 
conversion technology into the TV 
Gamer Plus, giving you a clear, flicker- 
free picture. It will support 24-bit true 
color, with up to 16 million colors (your 
VGA card is the only restriction). Items 
included are an AC/DC converter, 
twelve-foot RCA cable (for use with most 
TV’s), S-Video cable, VGA cable, and 
the aforementioned DOS and Windows 
software. For the monetarily wary, TV 
Gamer Plus comes with a five year limit- 
ed warranty. 


Ease of Use * Installation * Usefulness * Durability 
| had some trouble at first figuring out 
why anyone would ever want this 
piece of hardware. Then Ted hauled 
in a TV the size of Delaware and 
hooked it up. This is the latest piece 
of glossware, something. to.add on to 
the syStem alter the 600 watt amps, 
Stonehenge speakers and that ethe- 
real Mattewblack finish. If youve got a 
massive TV abd dont mind losing 
somé resolution fronra few games, 
hook“this up and you'll be X-Winging 
on a grand scale. Be Warned-it 
doesn’t work on everything, so keep 
your monitor handy. You'll also want 
a very long keyboard cord, unless 
you’re one of those people who likes 
to sit 4 inches away from a movie 
screen. It’s gloss, but fun. -Kevin 


Ease of Use ° Installation * Usefulness * Durability 
Ss 6 68 3 


The folks at our office who like to 
watch the tube at lunchtime were dis- 
mayed when their 35-inch set turned 
up missing one day. However, | was 
pleased as punch. While TVGP will 
probably not appeal. to everyone, it 
was céfainly fun’ for me. While the 
resolution On a TV screen is not 
nearly aswgood as a monitor, it is 
moreahan adequate inmost cases. 
There is a downside to this though: if 
you play a lot of games that manipu- 
late your video mode*through soft- 
ware, you won’t be able to play them 
on your TV (not many games do this, 
though). Also, if you have a projec- 
tion TV and remember the warnings 
from Nintendo about screen burn-in, 
heed those warnings here. -Ted 


Ease of Use « Installation * Usefulness * Durability 
90 1. Ss. 2 


lf your computer is already near your 
television and you need a new moni- 
tor or if you are planning to buy a 
new PC, this is a viable alternative to 
shelling out the bucks for a new big 
screen.PC monitor. For.something to 
have as a lark, the price is way too 
high. The résolution is ‘good, and | 
have to admit that playing Arena on a 
35” screen IS a trip. | Cant wait to try 
out some Other titléS as well! Still, 
there are similar products already on 
the market that do the Same thing 
just as well. If you want to replace 
your monitor with a television or if 
you don’t feel like dropping the big 
bucks for a 19” monitor, this is your 
baby. Otherwise, it’s just not worth 
the ticket price. -Steve 
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FM SYNTHESIS 
OF SOUND 
BLASTER 16 
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ie: SOUNDMAN’ WAVE: GENUINELY 
et, BETTER SOUND, FULLY LOADED. 


Maybe you've read* how wavetable 


synthesis uses actual recordings of 


#. 


SoundMan Wave 


And how fantastic it sounds versus 
regular FM synthesis. VVell it's true. SoundMan Wave lets 


gamers rock and roll with the real thing for an affordable 


price. And it comes loaded with great software like 


COMPLETE COMPATIBILITY 


GUARANTEE. SUA p 
lon 
SoundMan Wave's Yamaha Dip Oo 
“SOU 1 
ox nae COM pay Sastre, 
OPL4 chip is completely 


compatib 


e with the AdLib/Sound Blaster 


standard so it is backed by a 100% money-back 


WY 


i 


instruments to create synthesized sounds. 


“See PC Magazine, 12/21/93, p 95. ™/@®—properties of registered owners. 
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WAVE TABLE 
TECHNOLOGY OF 
SOUNDMAN WAVE 
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ompatibility guarantee, and to back that up we'll give $500 


= 
~ 
es 


the first person that comes across a game with which 


SoundMan Wave isn’t fully Sound Blaster compatible. Right 
now, hot games like Xwing, 7th Guest, Doom and Space 


Quest 5 already take full advantage of our wave technoloay. 
g J) 


Dozens more are expected to hit the market each month. 


DON’T BELIEVE US? CALL NOW FOR 

OUR FREE SOUND ADVICE AUDIO 
CD AND GET A $10 REBATE. 
Listen to expert advice about addin g 


sound to PCs, and hear for yourself the incredibl 


between SoundMan Wave and run-of-the-mill 16-bit boards. 
Call tor our Sound Advice Audio CD before sy pplies run out, 
and we'll enclose a $10 rebate coupon: 


1-800-936-0078, OFFER #6T — 
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SOUND BOARDS FROM A 
VIDEO BOARD COMPANY ? 


ORCHID’S FIRST ATTEMPT AT DELIVERING HIGH-END 
SOUND BOARDS: VICTORY OR FAILURE? 


Orchid’s new sound cards offer "nulddple sound standards that will operate siciuitancously 


with no dropoff in quality. 


Orchid, the company that brought you 
the Fahrenheit 1280 video card (among 
others) is now trying their hand at pro- 
ducing mainstream consumer sound 
boards. The SoundWave 32 and Game- 
Wave 32 are virtually identical, the only 
difference being that the former has over 
8MB of sound samples onboard, while 
the latter has only 1MB. Both cards are 
based on Analog Devices’ ADSP2115 
digital signal processor, which can 
process over 20 million instructions per 


SoundWave 32/GameWave 32 
by Orchid Technology 


Hardware Summary 
The SoundWave 32 and Game- 
Wave 32 support simultaneous 
sound standards; both offer a 20 
MIPS digital signal processor on a 
Overall 


Rating: 90% 


Available for: PC and compatibles 
Designed by: Orchid Technolog 
istri 4 Orchid Technolog 


$299 / $179 


32-bit path. 


Retail Price: 
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second. 

Compatibility is not an issue. The 
SoundWave 32 and GameWave 32 sup- 
port SoundBlaster, AdLib, Roland and 
MS Windows Sound System specifica- 
tions. In addition, the SoundWave 32 
also emulates Yamaha’s OPL architec- 
ture. 

While neither of these cards will sup- 
port every single type of CD-ROM drive 
on the market, both support the major 
players in this field: Mitsumi and Sony. 
In addition, the Orchid Multimedia Kit 
bundles the SoundWave 32 and a 2x 
Orchid CD-ROM drive. 

lf you’re thinking, “That’s just great, but 
now I'll need to buy a set of computer 
speakers,” think again. Not only does 
the SoundWave 32 come with a pair of 
speakers (and a microphone), both it 
and the GameWave 32 will connect to 
your home stereo. Imagine playing X- 
Wing or The Lost Vikings in surround 
sound. 

And what sound you'll get! Both cards 
will support multiple sound standards 
simultaneously, so you can get the ben- 
efit of piping your music through the 
General MIDI or Roland MT/32 stan- 
dards while enjoying sound effects 
through the SoundBlaster standard. 


The entire sound card industry toils 


under the weight of two big problems: 
installment and compatibility. This 
product falls fairly low on the first 
scale and fairly high on the second. If 


sound buff, you'll have better sound 
output on your stereo, and you've 
probably already routed your sound 
card output there. In summary, this is 
a decent if uninspiring entry into the 
sound card market. 


_ Installing either of these boards 
requires some preparation. Because 
the boards support simultaneous 
SS sound standards, ron your IRQs 


Orchid BBS: 


not bad, but not stellar; the Eenakols 


that come with the SW32 should be 
_used to fill in until you can get some 
Altec Lansings, unless you’re the 
type that doesn’t thrive on hearing all 
the peaks and valleys. . 


If, like me, you have never installed a 
board on your PC, you should call 
over your techie friends when it's 
time to plug these bad boys in. While 
— the installation: isn’t the | worst lve) 


be hard to beat the : 
~ always 100% Lornipatible, The CD- 
q ROM drive is Weg | like belli? able 


all, this is a good kit, and if f you’ re 
| looking fora substantial upgrade, this 
— isagoodroute. — 


. -Steve 
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Technology licensed from 
ID SOFTWARE, creators of 


WOLFENSTEIN” 3D 


At a software dealer near you or call: (305) 591 
Wolfenstein is a trademark of id Software. All Rights Reserved. Corrid 


wee THE PINNACLE OF ——— 
ENTERTAINMENT SOFTWARE 


~5900 - (800) 468-7226 - BBS (305) 471-8962 (2400-14.4 Baud Rates) 


or 7: Alien invasion and Capstone are trademarks of intraCorp, inc. All other trademarks acknowledged. 
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-WHAT’S THAT BOMBER 
DOING TO MY DESKTOP? 


FOR THOSE WHO JUST CAN’T GET ENOUGH OF 
AERODYNAMICS, COLORADO SPECTRUM HAS THE CURE. 


The Windows environment can get 
pretty dull. That same boring wallpaper, 
same dull screen-saver can really start 
to drag you down. If your Windows desk- 
top is in need of a facelift and if you 
have a penchant for airplanes and aero- 
nautics, Colorado Spectrum has the 
software you’ve been looking for. 

Introducing Feature Presentations: 


Feature Pres. : Flight 


by Colorado Spectrum 


Requirements: Windows, 2MB RAM, 
compatibles 
Colorado Spectrum 
Colorado Spectrum 
Retail Price: 


Hard Drive Space: 5 Meg 
No. of Players: N/A 


Flight. Designed specifically for Win- 
dows, this package lets you customize 
your desktop in a variety of ways. For 
instance, select you favorite combat air- 
plane to be you new wallpaper. The 
Fokker Dr 1, F-14 Tomcat, B-17 and 


A variety of aircraft photos useable as wallpaper 
are a part of the package. 


Nicknamed . 1 4 a = Sd + d speol Me ath 
uppost ‘and eek sles i ‘on ©% On suryiy dons 
wrund tue instead of rane pos somal 
comeunes an anmored., tit 
hard een. ~~ ince ha raged Doge 
ta mae its thermal signature against ground cde heat- sonking 
missiles 


Airplane fly ‘bys offer all of the important informa: 
tion on your favorite plane at a glance. 


more await your viewing pleasure. If you 
want a more exciting screen saver, it’s 
hard to top a row of bombers sailing 
through to blow up your icons. 

Additionally, FP: Flight contains a 
number of aircraft fly-bys that give you 
all of the vital statistics and information 
on each of the featured planes. Even 
more, if you are really in need of air 
excitement, you can use the Air Events 
Calendar. Simply select a time period, 
geographical area and type of aircraft, 
and you'll be alerted to all of the perti- 
nent air shows in the area. If flying is 
your thing, you owe it to your PC to take 
off with Feature Presentations: Flight. 


MorE ACTS OF PIRACY IN 


HIGH SPACE... 


ORIGIN’S NEW RIGHTEOUS FiRE PICKS UP WHERE 


PRIVATEER LEFT OFF. 


Privateer was one of the most exciting 
games of 1993. Based in the Wing Com- 
mander universe, Privateer gave players 
the opportunity to act as a freebooter, 
pirate, smuggler or bounty hunter in the 
galaxy where so many previous comput- 
er adventures had taken place. 

The excitement is back with Righteous 
Fire. The engine, controls, graphics and 


Righteous Fire 
by Origin 

Privateer, 386/33 or better, 
4 MB RAM, VGA 
and compatibles 
Origin Systems 
. Electronic Arts 
Retail Price: $29.95 


Hard Drive Space: 5 Meg 
No. of Players: One player 


Requirements: 


doesn't simulate is 
ear popping. 


© 1994 Microsoft Corp. All rights reserved. Microsof 


sounds are just as you remember them 
from Privateer, but there are more than 
24 new missions to undertake. 

After you destroyed the Steltek Drone 
at the end of Privateer, you decided to 
take a vacation on one of Gemini sec- 


ag 


Sse Command has instructed me 


fo notifu uou of 


While you were out, someone decided to mess 
with your weapons system. 


The only thing it 


oonn 


+ SR 


You start with a lot more money, but you've let 
your guild memberships lapse. . . 


tor’s pleasure planets. It seemed like a 
good idea at the time, but now you are 
having second thoughts. Why? Because 
one morning, as you board your ship, 
you notice that your reward for destroy- 
ing the Drone has been stolen. The Stel- 
tek gun, a dangerous weapon, is now 
loose in the galaxy, and what’s more, 
you're out all the money it’s worth! 

Now you need to start scraping togeth- 
er all the cash and cargo you can. Earn 
money to re-outfit your ship so that you 
can hunt down the scum responsible for 
ripping you off. Fly well and you may dis- 
cover what happened to your gun, and 
what all of this has to do with the myste- 
rious Confederation. 


If it were any more real, your 
chair would be in a 30° bank. Our 
new Microsoft’ Flight Simulator” 
has four planes, each with its own 


instrument panel created digitally 


from actual photographs. There are 


storm clouds and sunsets to fly 


into. Crashes are scarily real. And 


~ 


you can fly to airports anywhere 


in the world. It’ just one of the real- 


istic simulations we have waiting for 


you to take control. Everything is at 


your reseller. So, take off. 


t is a registered trademark of Microsoft Corp. Flight Simulator is a trademark of Bruce A. Artwick. 


A MORPH FOR ALL SEASONS 
IN MetaAMorr. 


Vitta CRESPO BRINGS YOU AN AFFORDABLE MORPHING 


PROGRAM FOR THE PC. 


“Morphing” is one of Hollywood’s 
hottest special effects—-you’ve seen it in 
movies, music videos and television 
commercials. The effect is mesmerizing, 
creating the smooth transition of one 
image to another. With MetaMorf, you 
can quickly create this amazing tech- 
‘nique on your own personal computer. 
Simply load in any two images (Meta- 


MetaMorf 
by Villa Crespo 


Requirements: 


Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 2 Meg 


No. of Players: One player 


and compatibles 
Pack Media 
Villa Crespo 


morf supports BMP, GIF, PCX and TGA 
files), identify key corresponding points 
such as eyes, nose, mouth, etc., choose 
the number of frames and let MetaMorf 
work its magic. Then play back the 
results. 


jc ee 


This image shows an intermediate image of a 
tiger morphing into a man. 


More AND MORE, REALITY IS 


JUST A STATE OF MIND. 


THe Waite Group BRINGS Davin MASON’S SHAREWARE 
MORPHING UTILITIES TO YOUR LOCAL SOFTWARE STORE. 


Change your child into a dinosaur. 
Turn your beat-up jalopy into a flashy 
sports car. Create a planet from a cloud 
of dust. You won't need a spellbook or a 
degree in alchemy for such magic—Mor- 
phing on your PC makes it easy. 

Morphing on your PC is your all-in-one 
guide to morphing. You'll discover how 
transformation effects have been 


Morphing on your PC 
by The Waite Group 


286, 2MB RAM, VGA 

Rec: 386, 4MB, VESA SVGA 
and compatibles 

David K. Mason 

The Waite Group 
$29.95+$39.95 


Requirements: 


Available for: 
Designed by: 
Distributed by: 
Retail Price: 


Hard Drive Space: 5 Meg 
No. of Players: One player 
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accomplished in the past and see how 
the computer has greatly streamlined 
the process. Using the provided tools 
and tutorials, you'll learn how to create 
incredible transformations in six easy 
steps. You'll also find tips and tricks that 


A sequence of shots taken from one of the many 
tutorials included with Morphing for the PC. 


Outlining general features is quick and easy: just 
point and click! 


MetaMorf contains a built-in animation 
player for use with the FLI files it can 
create. Not only can you morph from 
one image to another, you can set up 
MetaMorf to simply warp an image out of 
proper proportion (remember the drunk- 
en party scene in the movie Weird Sci- 
ence?). If your files don’t fit the proper 
parameters that MetaMorf uses, there is 
a handy built-in image converter. 

MetaMorf will work only in DOS, but 
the morphing effects can be used by 
DOS and Windows graphics programs. 
MetaMorf requires at least a 286 with 2 
MB RAM and a VGA card, but a 386-20 
or better with 4 MB RAM is recommend- 
ed for optimum performance. 
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eviewers’ girlfriends is about t 
morphed into a large cat. 


turn basic morph animations into mind- 
blowing jaw-droppers. For example, 
you'll find out how to make a genie pop 
out of a bottle, how to make someone 
appear to fly, and how to morph a blob- 
like robot into a person (much like in the 
movie Terminator 2: Judgment Day). A 
portfolio of preassembled animations is 
also included for reference, inspiration, 
and as a resource for your own cre- 
ations. 

Morphing for the PC costs $29.95 from 
the Waite Group, but apparently you 
must also register it with its author (it is a 
shareware product) for an additional 
$39.95. A fairly decent working knowl- 
edge of DOS is helpful. 


THE GRASS IS ALWAYS 


GREENER AT CASTLE PINES. 


ONE OF COLORADO’S BEST COURSES AWAITS YOUR 
MASHIE=NIBLICK IN LINKS 386. 


When Jack Vickers wanted to build a 
new golf course in Colorado, the 
scenery around Castle Rock seemed 
perfect. To make the course one of the 
truly great 18 holes in the world, he 
secured none other than Jack Nicklaus 
to design and layout the course. When it 
opened up in 1981, the players were 
astounded by Castle Pines, and in 1986 


Castle Pines 
by Access Software 


Links, Links 386 or 
Microsoft Golf 
compatibles 
Access Software 
Access Software 


Requirements: 


Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 3 Meg 


No. of Players: 1-8 players 


it was given a spot on the PGA Tour, 
hosting The International. 

The course is 7,495 yards long, the 
longest on the PGA Tour. It also con- 
tains the Tour’s longest hole; the 644- 
yard-long first hole. Tough holes include 
the fifth, 477 yards uphill with bunkers 
on both sides of the approach. This is a 
course to make pros weep and make 


TURN YOUR PC INTO AN 
ANIMATION WORKSTATION. 


THe HANNA-BARBERA ANIMATION WorkKSHOP 
PROVIDES HOURS OF CARTOON FUN FOR EVERYONE. 


Most of the twenty-, thirty- and some 
of the forty-somethings out there grew 
up watching classic cartoons on televi- 
sion. Undoubtedly, some of these were 
the Flintstones, Yogi Bear, Scooby Doo 
or the Jetsons. Many of us would love to 
be able to recreate these moments of 
our childhood but don’t have the time or 
the talent. Now we do. 


Hanna-Barbera Workshop 
by Empire 


Retail Price: : 
Hard Drive Space: 8 Meg 
No. of Players: One player 


The Hannah-Barbera Animation Work- 
shop can turn any PC into a high-tech 
animation studio. With a simple-to- 
understand tool bar and dozens of 
ready-made pictures, anyone can jump 
in and develop a piece of art. Once the 
art is colored the way you like it, simple 
controls allow you to bring the picture to 
life. Animation is done by a process 
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lesser mortals like the rest of us beg for 
mercy. 

But with the treacherous golf comes 
world class scenery. Take a look at the 
lush fairways, the beautiful pines and the 
well-tended water hazards and you will 
understand why this area was selected 
for this golf course. It’s one of the best 
and one of the hardest. 
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known as “onion-skinning,” a procedure 
normally only found in the highest end 
animation products. This process adds 
motion to your drawings quickly and 
effectively. For added fun, digitize your 
own photo and add yourself to your car- 
toon! Don’t be a frustrated cartoonist any 
longer! Thanks to H-BAW, you can give 
your imagination life! 
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TEACH KIDS TO SPELL 


“KENOMORPHIC.” 


THEY'LL LEARN HOW TO SPELL AND LIKE IT TOO USING A 
SPELLING TUTOR THAT ACTUALLY TALKS BACK. 


Werd List fletiuity Language Fants 


divergent confident 
brilliant excellent 
tolerant violent 


extravagant 


Keep track of progress on each list of words in 
order to strengthen weak areas. 


Pore speling is a comen site amung 
kids and adalts today. However, with 
Spell It 3, both kids and adults can brush 
up on essential spelling skills and have 
some fun at the same time. 

Spell It 3 contains 3600 words divided 
into six levels of difficulty, ranging all the 
way from soup to supercilious. An easy- 
to-use editor allows alteration and addi- 
tion to these lists, so that challenge is 
provided to all users constantly. Spell It 
3 will also speak all its words aloud, 
even the ones you enter. There’ll never 
be a doubt as to how to spell or say a 
word again. 

In order to keep the little tykes plug- 
ging away at the keyboard, Spell It 3 dis- 


Longuage Fonts 


| Kids love Apekid. They can't get enough Ape-like 


goodness. 


fii Se 


Tired of the word lists given? Add in your own, as 
many as you'd like. 


Spell It 3 
by Davidson 


256 color VGA, 

286 or better 

PC and compatibles 
Davidson 

Davidson 


Requirements: 


Available for: 
Designed by: 


Retail Price: 


Hard Drive Space: 5 Meg 


Age: 6 to adult 
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Language Fonts 


Kids can participate in a real Spelling Bee as the 
computer reads words to them. 


guises its spelling lessons as five excit- 
ing activities featuring VGA graphics. 
These range from the timing and obser- 
vational skills needed in Leap to Com- 
plete to the word knowledge required in 
Frog Crossing. 

Spell It 3 is Windows-friendly; it can be 
run either from Windows or from DOS. 
All word lists are printable, as are word 
search puzzles, crossword puzzles and 
award certificates. It also contains the 
characters necessary for spelling in 
Spanish, French, German or Italian. 


Word List Activity Language Fonts 


The k and g sounds are usually 
followed by the ant ending. 
Example: extravagant 


The s and j sounds ore usually 


followed by the ent ending. 
Example: negligent 


Derren eer 


Bayou Word Preview shows your word lists and 
lets you familiarize yourself with them. 


Spell It 3 keeps step-by-step records of perfor- 
mance in all the games. 


There are five major games, each with different 
difficulty settings and options. 


fAictiwity Language Fonts 
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In Leap to Complete, Bayou Billy must snap up 
only the correct letters. 


Frog Crossing is a crossword puzzle with either 
fill in the blanks or unscrambling. 


Midnight Correction teaches editing for mis- 
spelled words in a moonlit serenade. 


. My FATHER’S Mac 
leg HOLDS MANY CASTLES. 


BUT NO CASTLE IS QUITE LIKE THE ONE 
YOU’LL FIND INSIDE Foo CasTLe! 


Kids love Foo Castle! How do we know that? It says so right on 
the back of the box! Foo Castle is an interactive Macintosh play- 
ground for kids 3-10 years old. Both inside and outside, Foo Castle 
offers a rich environment of sights and sounds. 

Each room inside the castle leads to new areas to explore. There 
are games to play in many of the rooms as well. While playing, kids 
can learn how to tell 
time from the talking 


a Posing, 4 clock, learn the alpha- 
rer | bet, create exotic-look- 
é ' ne Richard Scarry has a ing animals and funny 
oe y . sift for mesmerizing children. faces, decorate a doll 
Ait) ™~ fi be And now this renowned artist, house and more. In the 
a“ ri ee na author and educator brings his hau nted hallway 
fal ‘ it} r “ig j skill-building lessons to life on upstairs, kids can run 
a ee two award-winning CD-ROMs! into the ferocious drag- 
a on himself! 
» = ACTIVISION. nee ee ree m In the beast generator, you can make any sort of 
F Oo R ’ strange creation. 


Cd08H Foo Castle can be played 


See your local retailer or call 1-800-477-3650 to order. 


Available in Macintosh and IBM formats. 
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Let dozens ot familiar characters 


from the “Best” and “Busiest” 


Outside of Foo Castle, you can click on many different areas to see exciting and 


neighborhoods teach and entertain 
humorous animation sequences. 


your kids — three and up — for 


hours on end! A nd you'll be slad to 


by virtually any child 
FOO Castle either alone or with adult 


by O’Connor House Software supervision. Since each 


Requirements: Color monitor, 4MB RAM, door and passageway 
System 6.05 or better leads to a new room, the 

Weciiesimmm exciting exploration and 

Designed by: O’Connor House Software adventure never stops 
Distributed by: O’Connor House Software with O’Connor. Soft- 
Retail Price: $59.95 


Hard Drive Space: mayer ware s Foo Castle for 


Age: eet the Macintosh. 


know that, while they play, they’ re 
also developing problem-solving, 
memory and language skills. It's 


the best way to keep them busy! 


AEINSion 
Gd08 


See your local retailer or call 1-800-477-3650 to order. 
Available in Macintosh and IBM formats. 


Capture territory : 


for the glory of 
the Emperor! 
In 1942, The 


Pacific Air War, 
you Can command Japanese forces, too. The sky’s the limit 


as you perform gravity-twisting air combat maneuvers in 
your Zero. Drop 800 kg bombs on heavily defended U.S. 
carriers. And take on the same death-defying challenges 
that World War II Japanese fighter pilots faced. 


Your tour of duty includes some of the most heroic 
battles ever fought. Battles that will push your skills to 
the limit as you master WW II air combat in an innovative 
Virtual Cockpit. 


1942, The Pacific Air Warfrom MicroProse. Who says you 


can’t fight for both sides? 


KICK BUTT. The battles of Coral Sea, Midway, Eastern 
Solomons, Santa Cruz, and the Philippine Sea! 


PILOT any of 3 historically-accurate Japanese planes, each 
with its own cockpit and flight characteristics! 


SWEAT over the comprehensive strategy for all naval forces! 
GO HEAD-TO-HEAD against a friend via modem! 
4d SAGER GO, ® 
y | @. 2 oP D os Q 
AEE as ings, 
| — S44 
© 1994 MicroProse. ALL RIGHTS RESERVED. : 
For IBM-PC/Compatibles & CD-ROM. 1-800-879-PLi 


| Defend the U.S. 
honor! In 7942, 


The Pacific Air 
THE PACIFIC AIR WAR” BE Zacaill 
- command of U.S. 
Fees. The sky’s the limit as you DP Corsairs and Wildcats 


1942, The Pacitic Air War from MicroProse. Who says 
you can’t fight for both sides? 


KICK BUTT. The battles of Coral Sea, Midway, Eastern 
Solomons, Santa Cruz, and the Philippine Sea! 


PILOT any of 7 historically-accurate U.S. planes, each with 
its own cockpit and flight characteristics! 


SWEAT over the comprehensive strategy for all naval forces! 
GO HEAD-TO-HEAD against a friend via modem! 


© 1994 MicroProse. ALL RIGHTS RESERVED. 
For IBM-PC/Compatibles & CD-ROM. 1-800-879-PLAY. 


COMPUTER CONFIDEN? 


ARE WE PLACING TOO MUCH 
HOPE ON THE BIG BOYS? 


RELYING ON A COMPANY TO PRODUCE THE BEST THING If 
GAMING MAY BE SHOOTING OURSELVES IN THE FOOT. 


(When company presidents need 
analysis of hot trends and future possi- 
bilities, one of the names on speed dial 
is “Arnie Katz.” Writer, lecturer, designer, 
consultant and, now, editor of Electron- 
ic Games, Arnie gives readers of Com- 
puter Game Review an insider’s look at 
the world of electronic gaming. This 
month, Mr. Interactive Entertainment dis- 
cusses what happens when entertain- 
ment titans enter the computer gaming 
field.) 


Remember the song Quinn the Eski- 
mo? Dylan wrote it, and a lot of other 
folks have sung it and recorded it. The 
gist of its premise is that everyone is 
waiting for the Mighty Quinn, and when 
he arrives, everything will suddenly 
attain perfection. You can’t always tell 
what Dylan means in his songs, so 
Quinn the Eskimo may have been a 
comment on the messiah. 

Has anyone else noticed that far too 
many media experts treat entertainment 
conglomerates as Quinn the Eskimo, rel- 
ative to gaming? The mountains of hype 
give the impression that the anticipated 
influx of entertainment super-powers are 
all that stands between interactive elec- 
tronic fun and its next Golden Age. 

Oh, if only this were true! I’d love to 
believe this rosy-hued prediction, but it 
won't stand up to examination. The bru- 
tal truth is that most of the big boys 
who've come into computer software 
have achieved less than total success. 
Let’s be blunt: most of the biggies have 
fallen flat on their corporate faces. The 
reasons are many and varied. 

Some of the most important are: 


Failure to understand the computer 
gaming business. Gaming is not 
books, movies or television. Gaming is 
gaming. There are similarities to other 
media, of course, but despite the on- 
going hunt for the perfect business 
metaphor, no one has found another 
business that works quite like this one. 
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Lessons learned in other media have 
only limited applicability to interactive 
entertainment. 

Ignorance of computer games. The 
decision-making executives at the enter- 
tainment conglomerates seldom have 
more than a vague idea of what a com- 
puter game is, much less what consti- 
tutes a good one. Unaware of state-of- 
the-art and often fuzzy about their 
prospective competition, rookie compa- 
nies are juicy targets for gaming’s flim- 
flammers. 

A condescending attitude. There’s 
something about electronic games that 
seems to call forth a special brand of 
corporate arrogance. Perhaps it’s some- 
thing as simple as that unknowledgeable 
people may identify all forms of interac- 
tive electronic entertainment with video 
games, and they consider cartridges 
synonymous with 12-year-old boys on a 
Sugar rush. They can’t take the games 
with proper seriousness—and con- 
sumers often have the same reaction to 
their products. 

Disinterest in in-field advice or 
expertise. Whatever the cause, the 
effect is that outsiders often approach 
gaming with the certainty that they know 
all the answers and that gaming people 
are hindrances. Reinventing the wheel is 
rarely the formula for success. The cor- 
porate giants commit themselves to 
years of making every elementary mis- 
take in the software book by turning a 
deaf ear to the counsel of those with 
long experiencing in the gaming world. 


Simon & Schuster is an all-too-com- 
monly repeated story when a print pub- 
lisher goes electronic. Despite having 
some excellent people over the years, 
including the late Frank Schwartz and 
Dan Ohlsen, Simon & Schuster still 
managed to go into the dumper. They 
accomplished this feat despite having 
the Star Trek license and a non-gaming 
cash cow (JK Lasser Tax). 

Most noticeable among S&S’s prob- 


lems was an utter disregard for the time- 
ly nature of computer software publish- 
ing. An inexperienced staff helped insure 
that the company’s products took two to 
three times as long to develop as com- 
parable software from other publishers. 
By the time they actually got something 
into the stores, it was often hopelessly 
passé. Bantam Electronic, another effort 
by a major print publisher, did little bet- 
ter. 

The protracted agonies of the Walt 
Disney Company are another example 
of an entertainment giant turned soft- 
ware pygmy. False starts, lack of faith in 
its Own products, uncertain direction, 
and lack of industry knowledge have all 
played a role in paralyzing a company 
with every resource to create popular 
games. 

Not that Disney hasn’t had some good 
games. Stunt Island is only one of the 
promising Disney games shelved before 
publication or dribbled into the market 
without enthusiasm or promotion. 

Will Disney turn in the right direction? 
The track record incites pessimism. The 
electronic game operation shut down for 
six months to regroup. It showed some 
very promising products, especially 
Wolf, at the last Consumer Electronics 
Show, but now people are leaving and 
rumors are flying. | still wouldn’t bet 
against Disney carving a niche for itself 
eventually, but the Mouse Gang hasn’t 
exactly set computer gaming on fire. 

Failure doesn’t have to become a 
chronic condition. LucasArts has risen 
from the abyss of unproductive, slow 
and spendthrift product development to 
become one of the jewels of electronic 
gaming. It is certainly among today’s 
leaders in game software. 

LucasArts has overcome devastating 
piracy (Rescue on Fractalus), spenda- 
holic managers, and an overreaching 
development department that rarely 
deigned to finish a product. Top execu- 
tives studied the field, brought in high- 
powered gaming people in every area, 
and put the business on a profit-oriented 
basis. You can see the results on any 
month's list of best-selling games. 

The pop culture corporations have a 
lot to offer electronic gamers. Ultimately, 
they may take our favorite pastime out of 
the nerd ghetto and into the cultural 
mainstream. But let’s not concede them 
the crown before they’ve even earned 
citizenship in game-land. 


- Arnie Katz 
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If you can't find the Dennis Miller, That's News to Me or Dennis Miller, That's Geek to Me’ interactive CD-ROMs at 


your nearest software store, there’s your answer. (If you can't find your nearest software store, call 1-800-94DENNIS. ) 


< Hey, you cant live off Saturday Night Live re-runs forever. > 


Dennis Miller. That's News to Me and Dennis Miller. That ‘s Geek to Me are a joint effort between Miller-Pickering Syndications and Sanctuary Woods Multimedia, Inc. © 1994 Sanctuary Woods Multimedia Corporation. Sanctuary Woods is a registered 
trademark, /-/augh, the -laugh logo, Dennis Miller, That ‘s News to Me and Dennis Miller, That s Geek to Me are trademarks of Sanctuary Woods Multimedia Corporation 


CompTon’s NewMepia 


LOSES PATENT BATTLE! 


THE CONSEQUENCES OF THIS ARE INCREDIBLE FOR THE 
REST OF THE PLAYERS IN THE MULTIMEDIA MARKET. 


No question about it, folks. The 
biggest story of the month is also the 
best news that could happen to the 
majority of multimedia publishers. 
Compton’s NewMedia, who you may 
remember made some rather staggering 
patent claims, has had its claims over- 
turned. Not one claim, not two claims, 
not even a dozen claims, but all 41 
claims that Compton’s NewMedia sent in 
to the US Patent and Trademark Office 
were recently overturned during the re- 
examination process. Most of the claims 
were rejected based on the submission 
of the Hypercard Handbook and several 
previous patents that precluded the 
validity of Compton’s claims. 

Just how big is this? It’s huge, espe- 
cially for the developers of multimedia 
products who don’t happen to be named 
Compton’s. The Interactive Multimedia 
Association (IMA) is claiming a victory 
on this battlefront, and with good reason. 
However, IMA Executive Director Phillip 
Dodds notes that Compton’s broad- 
based patent claim is likely to be the first 
of many such software patent battles in 
the near future. 

The IMA is going on record as wanting 
some new procedures in the patent 
office including better trained examiners. 
It would also be nice, since several 
patents were rejected based on prior art 
claims, to have an improved software 
prior art database available to patent 
Officials. IMA also wants the patent pro- 
cess open to public view. Handy, 
maybe, but it sounds about as exciting 
as C-Span. 

In the big parade of fun this month 
comes news that the intelligent people 
over at Sierra have decided that Gabriel 
Knight is worth another shot. As such, 
pre-production work has started on 
Gabriel Knight Il. We aren’t sure of the 
Subtitle yet. Apparently, this game will 
take place, at least in part, in Germany 
in and around Schloss Ritter, one would 
assume. Word is that the fearless 
designers have been granted access to 
some very cool areas! 

SimCity, SimEarth, SimAnt, SimLife, 
SimFarm, SimCity 2000 and Sim- 
Health. Any guess as to what’s coming 
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next? While we’d love to see SimNation, 
SimCulture or SimBody, the next one is 
going to be SimTown. The plans are for 
a scaled-down version of SimCity for 
younger players. Sounds like fun. 

Ah, the life of an independent develop- 
er! Make a game for one company, and 
when you are all done, you can comb 
the market looking for some better 
deals. Such is the case with Several 
Dudes Holistic Gaming, whose last 
game was Merchant Prince for QQP. It 
seems that the dudes, with good reason, 
are now a hot commodity. We were told 
by the good folks at New World Com- 
puting that the next game from SDHG is 
going to bear some similarity to Mer- 
chant Prince as far as engine is con- 
cerned; however, this game will be 
based on Norse mythology. The tenta- 
tive title is Hammer of the Gods. 

In other New World news, as Broder- 
bund looks to link up with Electronic 
Arts, New World has taken a pass on 
both of them. Formerly affiliated with EA, 
New World left for the greener pastures 
of the House of Carmen Sandiego. 
Now that Broderbund and Electronic 
Arts look to be doing the business equiv- 
alent of fusion, New World and Broder- 
bund are doing the business equivalent 
of fission. Good luck in the big, scary 
retail chains all by your lonesome, New 
World Computing. 

While we try to be open-minded about 
new hardware products that show up on 
Our doorstep, the new keyboards from 
Kinesis took us all aback. Why? Mainly 
because they are designed to reduce 
the possibility of contracting carpal tun- 
nel syndrome. Our thoughts on this run 
a serious gamut. There are those who 
think that if you’re playing that many 
games that you’re going to suffer CTS, 
you should get a second hobby. There 
are also those who couldn’t get used to 
the keyboard. True, it does take some 
getting used to, since the board is really 
in two parts, with the keys for the right 
hand on one side, keys for the left on the 
other, with spacebar, shift, etc., placed 
within easy reach of the thumb. If you 
want to give it a shot, don’t let the $400 
price tag scare you away. The good 


folks at Kinesis have told us they’re 
offering a 30-day trial period. Allegedly, 
they are also producing a similar board 
with a controller in the middle. 


In the world of virtual reality products, 
VictorMaxx Technologies is looking to 
steal some of the fire away from 
Advanced Gravis. Both companies are 
hard at work at producing a new headset 
for use with new games, and both head- 
sets look like something out of a cyber- 
punk flick. Who wins here? Tough call, 
but the current lean is toward Victor- 
Maxx. First of all, their headset weighs 
less than a pound and will, in its final 
design, be little more than a pair of sun- 
glasses with headphones inside. Sec- 
ond, the CyberMaxx, as VM Tech is 
calling their set, doesn’t require specific 
video card(s) to run properly, and it pro- 
duces a 3-D image with only one card. 
Finally, the projected retail price of the 
CyberMaxx is going to be hundreds less 
than Gravis’ set. We’d suggest picking 
one up at a retail outlet if possible, since 
the Sharper Image is guaranteed to 
have it but at an accelerated price. 

Reactor Software turned four years 
old recently, and a couple of the review- 
ers and their spousal equivalents had a 
chance to check out their new digs. 
More than cool, they are groovy! 

Activision moved, and with character- 
istic class, sent announcements 
throughout the industry boasting about 
their new “OfficeSpace 5.0.” And what 
does that offer? Highly detailed views 
and lots of storage space, apparently. 
We certainly hope that none of the data 
for Mechwarrior 2 or the remake of 
Planetfall was lost in the move across 
town. 

Ever had the hankering to write a 
screenplay? If not, have you have had 
the desire to pen an adventure game? If 
the answer to either of these questions 
is yes, you may want to call 1-800-272- 
8927 and order StoryVision. This is a 
scriptwriting utility that allows you to cre- 
ate branching storylines and easily keep 
track of all of the possible twists and 
turns. The word from the folks at Story- 
Vision is that several game companies 
are already using this software. It’s Wid- 
Ows-based, and the 800 number listed 
above is just for orders, and the price is 
$189. If you don’t need it, it’s hard to 
recommend at that price. 

That fries my potatoes for another 
month. Tune in again in thirty days when 
we'll have a whole slew of rumors, and 
inside knowledge, including some possi- 
ble information about a potential change 
in the site for Summer CES 1995 and 
beyond. 
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a Super-VGA card! So you experience gothic 
horror role-playing at its best in this visually 


stunning game. 
a3 Bask in the glow of an exceptionally 
L = large 3-D gaming window. Explore bone- 


chilling dungeons. Challenge 30 authentic 
RAVENLOFT game world creatures. Cast 
over 60 mage and priest spells. Let auto- 
mapping keep track of your travels with 
maps that print — complete with any notes 
you made on them along the way. 

All this plus a haunting musical score and 
digitized sound effects will keep you on 
edge for hours and hours! Just be careful, 
things get pretty eerie when the sun sets! 


Available for IBM & Compatibles 
® on 3.5” disks and 
Enhanced CD-ROM. 


5-color VGA Displays 


TO ORDER: 

Visit your local 
retailer or call: 1-800-245-4525 — 
with Visa/MC (U.S. & Canada only). 
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Questio 


OF STANDARDS 


AND STANDARDS QUESTIONED. 


_ TO SLAM OR NOT TO SLAM IS NOT THE QUESTION— 
_ HARSHNESS IS IN THE EYE OF THE BEHOLDER. 


There’s a rumor that I’m a tough 
fanzine reviewer. When | hear someone 
say that, it’s hard to keep from laughing. 
At the risk of punning on my surname, 
as a fanzine critic I’m the proverbial 
pussycat. 

Anyone who finds my gentle sugges- 
tions too harsh should check out the 
hard-edged reviewers in other fandoms! 
| “rate” gaming fanzines in relation to the 
current level of electronic gaming fan- 
dom. | don’t think it’s fair to compare our 
fanzines with those produced by the 
older and more experienced fans in the 
science fiction and comics segments of 
hobby journalism. Rest assured that, as 
the quality of gamezines continues to 
climb, as it surely will, I'll be raising the 
net. Really, it's the same way we handle 
game ratings; Wing Commander 
might've gotten a “95” when it came out, 
but it would score less than “90” if 
released today. It is not as good in light 
of today’s expectations. 

| try to take a positive attitude toward 
fanzines. Sometimes that means tossing 
something submitted for review directly 
into the storage carton behind my desk 
without putting it in “Dateline Fandom.” 
There are so many fanzines published 
each month (the current estimate is 50- 
100 separate issues) that it’s a crime to 
take up space to critique some zine 
CGR readers really don’t want, anyway. 

One or two fans have urged me to 
ignore illegible reproduction, indecipher- 
able layout, hen-scratch art, and poor 
writing in fanzines because “they are just 
fanzines.” | can’t, and wouldn't, stop 
anyone from holding this belief, but you'll 
never see it reflected in “DateLine Fan- 
dom.” 

Fanzines are supposed to be a com- 
munications medium, so how well they 
achieve this objective is certainly open 
to critical analysis. It would be stupid to 
expect four-color layout and such, but if 
they aren’t enjoyable, why bother with 
them at all? The answer is that most 
fanzine editors take incredible pains with 
their publications. It is a proud thing to 
be a fan. 

So now let’s see how our proud fans 
did this month: 
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Classic Systems & Games Monthly 
3/2 

Edited by Jeff Adkins 

11 Windsor Ave., Attica, NY 14011 

Frequent, $1.75 per issue, 28 pages. 

Jeff reports some technical troubles 
while doing this issue, but the results are 
very good. Classic Systems is one of 
several magazines that look back at 
electronic gaming's earlier days, and it is 
undeniably an informative and enjoyable 
one. 

The cover stresses reviews and dis- 
cussions of individual games for all the 
old systems, including the 2600, Intellivi- 
sion, ColecoVision, and Odyssey2. It 
generally treats one or two games per 
system, and the pieces are generally 
well-informed and intelligent. Other 
material includes a too-brief editorial, 
classified ads, and a collector column. 


Digital Press #17 

Edited by Joe Santulli 

44 Hunter PI., 

Pompton Lakes, NJ 07442-2037 

Bimonthly, $1.50 per issue, 24 pages. 

The readers of Electronic Games 
picked this as 1993’s Best Fanzine. 
They've evidently got good taste, 
because Digital Press delivers wide- 
spectrum coverage of gaming with flair 
and maturity. Joe also knows better than 
to turn off his sense of humor when he 
talks about games, and his writers tend 
to be serious, but not solemn. 

“Hollywood Looks At The Video 
Games,” by Al Backiel, continues an 
examination of the ways in which movies 
use electronic games. Kevin Oleniacz 
authors the lead feature on games for 
children, and there’s a big review sec- 
tion. Santulli’s outstanding “Fantas- 
magoria” column about fandom returns 
this issue with cogent thoughts on good 
fan conduct and associated issues. 

If you buy one fanzine this month, or 
even this year, make it Digital Press 
and you won’t be sorry. 


Game Force #5 

Edited by Jeff Beedham 

P.O. Box 1610, Belen, NM 87002- 
1610 


Frequent, $1 per issue, 12 pages 

Fittingly, Jeff celebrates his first 
annish (anniversary issue) with the best 
Game Force yet. There’s enough good 
material that you can skip right over the 
interview with me and still feel you’ve 
gotten more than your moneys’ worth. 
Michael Wayne debuts as cover artist 
this time, and his first try is certainly 
promising. 

Besides thanking everyone for their 
support, Jeff's editorial discusses his 
experiences with the Jaguar and 3DO. 
He’s more favorable about the former 
than the latter, but prospective buyers of 
either may find his comments helpful. 
Also to be found in this issue: columns 
about comic books by Michael Wayne 
and Jeremy Statz, an article by Jeff 
commenting on some “what if’ scenarios 
in electronic gaming, a piece about virtu- 
al reality, short reviews, and a letter col- 
umn. 


The Prowler #7 

Edited by Tim Stoner 

6303 Pemwoods 

San Antonio, TX 78240 

Bimonthly, $2 per issue, 10 pages. 

Improvements continue in this 
extremely well-presented fanzine that 
focuses on Atari’s Jaguar and Lynx. 
Despite this, there’s plenty of material 
worth reading, including Jason Neifeld’s 
summary of news about other systems 
and software. 

Tim gives plenty of credit to Paul 
Charchian for the upgraded graphics, 
and there’s no doubt that the facelift has 
enhanced The Prowler’s appeal 
tremendously. The decision to slide 
back to a comfortable bimonthly sched- 
ule instead of running breathlessly to 
make monthly deadlines should also 
yield a better zine—and probably be 
more fun for Tim and his friends. 

The current issue is devoted to medi- 
um-length reviews of first-generation 
Jaguar software, news about Atari’s two 
systems, a list of Jaguar developers, 
and announcements of forthcoming 
games for the 64-bit system. Some 
might argue that the new price is steep, 
but there are few good sources for 
Jaguar information now, so a sample 
copy is probably a prudent investment. 


Attention fanzine editors: If you’d 
like your fanzine reviewed in this col- 
umn, send it to: Arnie Katz, 330 S. 
Decatur, Suite 152, Las Vegas, NV 
89107. | read and save every zine 
sent, and I'll try to describe as many 
of them as possible each month. 
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and 3D0 
at your local 
retailer. 


Ahoy, fellow voyagers on the Silicon 
Sea, ‘tis the auld Game Doctor again 
with more salve for your problems. Har! 

Anyway, enough with the pirate stuff 
and on to the questions... 


Q: In your November ‘93 issue you 
touched lightly on how one can become 
a playtester. Could you please break the 
rules a little, go out of your way a bit, 
and give me a few specific leads to go 
on? Southern areas would be good— 
Chicago, and warm places like Califor- 
nia. 

What kind of pay should | expect to 
start with? Do they employ people for 
long periods of time or do they like to 
change the staff often? Who do they 
look for? 

Thanks a lot. 

Ted H. Peterson 
Gainesville, FL 


A: Well, Ted, if you’re serious about 
withstanding the rigors of the Quest to 
Playtest, let me provide some much- 
needed info (why, | feel just like the wiz- 
ard at the beginning of that RPG | start- 
ed last week!). 

First, every company works differently. 
Some employ professional playtesting 
services. Most professional playtesting 
Services are, frankly, overwhelmed with 
applicants. After all, the ability to play 
games well is not exactly like diamond 
cutting, and we must face the facts that 
there are many, many Ted H. Petersons 
out there, willing to work for a pittance in 
order to do something they love. 

Other publishers prefer to use what 
are called Focus Groups to evaluate 
their games; they see how a game plays 
among various age groups. These 
groups are usually comprised of friends 
and children of employees.The 
playtesters would then ceaselessly play 
the game, trying out every possible sce- 
nario, no matter how unlikely, to see if 
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there are any nasty bugs I/urking in 


there. 


Because there are so many aspiring 
playtesters out there, you must, as | 
pointed out last time, move to one of the 
major production areas, of which there 
are essentially four in the electronic 


gaming business: Southern California, 
Northern California, Seattle-Redmond, 


and the Chicago area (the latter is of use 
only to those interested in the coin-oper- 
ated game business). Even given the 
remaining areas, video game companies 
will be much more common than com- 
puter software publishers. While Seattle- 
Redmond is the home of Microsoft, most 
of the surrounding companies are affili- 


ates of local giant Nintendo. 


What sort of pay should you expect? 
Minimum wage. After all, you’re going 
into an entry level position that has lots 
of competition. As to the longevity of the 
job, some playtesters stay with a pub- 
lisher for years, but in most cases, one 
of two things happens: 1) the playtester 
moves up in the company—companies 
like Sierra and Virgin Games are famous 
for promoting from within—or; the 
playtester reaches a point where they 


decide it’s time to get a real job. 


If | could give you one hint, however, it 


would be to start writing about games, 


either for fanzines or the prozines. It 
makes publishers familiar with your 
name, and demonstrates your ability to 
be analytical, perhaps the single most 
important requirement for a good 


playtester. 
Buena fortuna. 


Q: | love playing computer games and 
drawing characters from them. | found 
that Megatech uses Japanese animators 
to make their games, which can be 
found in many computer stores. Howev- 
er, many Japanese-imported games 
aren't. I’ve never seen any advertise- 
ment of any stores that sell imported 


TH THE GAME 


PLAYING GAMES FOR FUN 
AND PROFIT. 


PLUS, THE QUESTION OF HOW TO LOCATE THOSE TOUGH 
TO FIND IMPORTS FROM JAPAN. 


Japanese games. Can you give me 

some names of stores that sell or manu- 

facture Japanese computer games? 
Young Park 
Chicago, IL 


A: Well, Young, while the occasional 
piece of anime-style computer software 
(such as Metal & Lace: Battle of the 
Robo Babes) does find its way to the 
U.S., there are several reasons why you 
can't find much Japanese-made comput- 
er software in Chicago: 1) the PC is not 
as big an entertainment system in Japan 
as it is here in the States; 2) Japanese 
computer software tastes are, in many 
cases, quite different from U.S. stan- 
dards; and 3) this isn’t the video game 
business, where millions of copies of a 
single game can be sold. Most computer 
games do well to sell 20-30,000 copies. 
That’s not many. As a result, there 
haven't been many games that were 
such sureshots in the U.S. market that 
the publishers would go through the grief 
of translating it to English. 


Q&A Quickies: To those gamers who 
have been begging for a version of 
Sigma’s MPEG sound and graphics 
board without the sound card, your 
prayers are answered: a “Lite” version of 
the Reel Magic board containing only 
the video technology is now available. 
Street price: around $250... Also, Rob 
Stewart of San Diego, CA wondered 
how many CD-ready PCs are out there 
in the U.S market. That’s a tricky one, 
Rob, but while there are a ton of CD- 
equipped machines in the home and 
workplace (maybe 5-7 million), best esti- 
mates put the number of home, game- 
playing, multimedia PCs at just under a 
million... 

And that about wraps us up for this 
month’s medical get-together. Remem- 
ber to send questions, comments, and 
corrections to: 

The Game Doctor (CGR) 
330 S. Decatur 
Suite 152 
Las Vegas NV 89107 
Aloha! 
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The most highly detailed ballparks ever to be created. 
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It's sort of hard to define what makes up a puzzle game. 
Most good role-playing games involve puzzles, and adven- | 
j ture games are often little more than a series of puzzles in a} 


{games from military games can also be like walking on af 


razors edge. So, of all of the categories of gaming, this one 
may be the most arbitrary. 

What we've done is taken all of the games that are without 
a doubt puzzle related and put them in this directory. Addi- 
tionally, we’ve included gambling games. On top of that, 
Strategy games that, instead of being military strategy, are 


= more empire building (or city/farm building) are also here. 
yr) Finally, solitaire games and chess games are here, too. 


Not everybody likes puzzles, but we can pretty much guar- 
antee that the following pages of this directory will have 
jy something for everyone. No matter what kind of game you 
prefer, the genre of puzzles and strategies will, somewhere in 
the huge scope this category entails, have a game that suits 
you perfectly. 


Pax Imperia 

by Changeling Software 
Aug., ‘93 Alex: 83 Rick: 99 Steve: 86 Avg: 86 
The galaxy is a huge place, so no one should mind if you 
carve yourself out a nice little empire of your very own. Select 
a small area of the entire galaxy and start a crusade of explo- 
ration, domination and exploitation to increase your military 
and colonizing might. Don’t let anyone or anything stand in 


your way as you send ships off to cause havoc on the worlds 
slated for your eventual conquest. For Macintosh. 


Verttice 
by DreamLight 
May, ‘94 Kevin: 74 Ted: 80 Steve: 82 
In the world of puzzle games, there are originals and there 


; . are wannabees. Verttice provides game players with a fresh : 
aj and interesting challenge—place pulses of light into eight dif- q 
y |ferent receptacles around the board. The light pulses travel f 


down pathways that can be flipped to force the pulse in 
another direction. Don’t put two pulses in the same container 
or you'll have a mess on your hands! For Macintosh. 


Avg: 79 — 


4 


% 


»Aug., ‘93 Alex: 73 


Terminator 2: Chess Wars 
by Capstone 
Rick:78  Steve:70 Avg: 74 


What do you get when you combine the science-fiction 
thrills of Terminator 2: Judgement Day with the strategies of 
chess? You get Chess Wars from Capstone. Using the excel- 
lent chess engine from GrandMaster Chess, T2: Judgement 
Day Chess Wars brings a new level of animation and excite- 
ment to the classic contest of skill and strategy. Take on the 
T1000 if you think you have the guts. 


Oxyd magnum! 


by Dongleware 
April, 94 Kevin: 87 Ted: 86 Steve: 87 Avg: 87 


Of all shareware games ever produced, only a select few 
have become as frequently played as Oxyd. Now Dongle- 


4 i ware presents a new collection of Oxyd puzzles and levels. | 


1 Move your marble through tricky worlds of traps, quicksand ff 
4 and more as you attempt to match pairs of oxyds scattered 


‘Dec., ‘93 Kevin: 90 


throughout the board. This game will challenge your mind 
and your reflexes. 


Even More Incredible Machine 


by Dynamix 


Ted: 97 Steve: 91 


The Incredible Machine was a breakthrough puzzle game. af § t 
j Using a variety of tools, you created machines that performed f= 

isimple or complex tasks through a convoluted series of 
jactions and reactions. The Even More Incredible Machine 
adds about eighty new puzzles to the already large package 
and tacks on a few dozen new tools to play with. As in the 
Original game, a free-form mode allows puzzle creation. | 


Avg:93 
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VGA monitor onto your 
big-screen TV. 

GAME ZAPPER converts 
your PC’s VGA output to a 
video signal and supports 
640x480 VGA resolution. 

So plug in GAME ZAPPER — 
your favorite games will be 
larger than life! 
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by Briderbund cS ~ by Velocity | by Velocity 


by Dynamix 
_Jan., ‘94 Kevin: 85 Ted:92 Steve:82 Avg: 86 


Based on the puzzle game The Incredible Machine, Sid 
and Al’s Incredible Toons gives you a world where none- 
sense solutions to intricate problems are the norm. In each 
puzzle, you must create a machine to do a particular task. 
Place your tools at various places on the screen and get 


them to interact with each other to solve the problem. Nearly f i 


100 puzzles are included for hours of fun. 


Kasparov’s Gambit 


by Electronic Arts 


, 93 Kevin: 91 Ted: 90 Steve: 90 Avg: 90 


Chessmaster Gary Kasparov brings you his skills and logic a 


in Kasparov’s Gambit. Using a variable ranking of difficulty 
|] that allows you to gradually increase the strengths of your 
| opponents, Gambit will teach you the best strategies to use in 


J any situation. As you play, Kasparov will comment on your ; 


® strategy (or lack of strategy) and suggest particular moves 
fF and feints for ae use. 

eal OOnS like — 

Mjwinning now! 


But he has a strong 
eply... ‘ 


King’s Table 
, by Gametek 
Nov., ‘93 Kevin: 75 Ted: 78  Steve:78  Avg:77 


In the days of the Norse gods, Odin searched for ways to 
J learn how to avoid his demise at Ragnarok. He traveled the 
| Earth in the form of a human, playing games of King’s Table, 
4 learning the strategies that may help him survive the last bat- 
tle. Similar in ways to chess with some connections to other 
classic games of strategy like Go, King’s Table is a unique 
contest of pure intellect and skill. 


S Feb.,‘94 Kevin: 82 Ted: 67 


/ May, ‘94 Kevin: 91 Ted:92 Steve: 86 
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Take*A*Break Crosswords 
by Dynamix 
Steve:89 Avg: 79 


Crossword puzzles are a puzzling institution. Virtually 


| everyone has done one at one time or another, and millions 


of people do them every day. This collection of crosswords 
for Windows gives you hundreds of puzzles to test your 
vocabulary and thinking skills. All of the puzzles come from § 
Dell magazines, so you know they are top quality. Varying ps 
sizes and difficulty levels produce a puzzle for everyone. 
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Power Poker 


by Electronic Arts 
Avg: 89 


It’s three in the morning and you’re tired, but you’re also fi 
down a couple of hundred dollars. All you need to get back in j 


§ | the game is one good hand. That’s what playing Power Poker } 
is all about. Challenge up to nine computer controlled players 


in dozens of variations of poker from two-card games up to @ 


eight-card stud. Change options and table settings for the a 


perfect game of poker. For Macintosh. 


Anaconda, High-Low 


aa] Cards to come: 2 
Your high hand: Queen High (9-7 
=] Historical chance of being the best hand: 27 
=| Chance of improving on the pry: PABST SN Gceas 
Cards that _— belo 35 of 37(9459% 
Pair: 61n 37 2%) 
Md High Card 31 in 37 (83.78%) 


Classic Windows Fun Pack 
by Impressions 
Steve:73 Avg:71 


Need to fill a few minutes of downtime while you’re working | 


in Windows? Impressions has the answer for you! The Clas 


sic Windows Fun Pack contains games that everyone grew 
up playing. Codebreaker gives you a few guesses to figure 


lout a series of colored pegs. In peg solitaire, you need to Ne 
I eliminate all of the pegs but one. Other games round out the f% 
main making it perfect for a few minutes or hours of fun. 


GODEUREREED Je 


)  Aptil ‘94 Kevin: 67 


Classic Five 
by Interplay 
Ted:74 Steve:75 Avg:72 


For hundreds of years, people have played games of strat- 


}egy and chance. Now you can play five of the most loved 


games in history. The Classic Five gives you the intense 
Strategies of chess and checkers. For card players, the king 
of card games, bridge, awaits your pleasure. Combine luck 
and skill in backgammon. For the ultimate strategic chal- 
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The Russian 6-Pack 


by Interplay 
Ted: 77 Steve:73 Avg: 74 


Since the arrival of Tetris, Russian game designers have 


» Sept. ‘93 Alex: 92 


The Lost Vikings 
by Interplay 
Rick:92  Steve:84 Avg: 89 


Three vikings have been captured and are being held in a| 


7] spaceship against their will. They’ve managed to escape their 


holding cell and now they scour the ship of Tomator, alien 
menagerie collector, looking for a way back home. The Lost 
Vikings will challenge your skills of thought and dexterity as 
you try to get Olaf the Stout, Baleog the Fierce and Erik the 


Swift back home to their viking village. 


Socrates 3.0 


by Machiavelli 
Dec., ‘93 Kevin: 69 Ted: 52 Steve: 68 


For chess enthusiasts, nothing can top the thrill of compet- 


9 ing against a really skilled opponent. If there isn’t anyone in 
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had an aura about them. Now you can challenge six other 
iN twisted puzzle creations from the minds of our former Cold 
ri War foes. Among the games in the package are a Tetris-like 
a) game that offers a different challenge, two games of connect- 
ing lines at high speed and more. This package can be 


| your area good enough to stand up to you, Socrates 3.0 may | | 

™ | be the game you’ve been waiting for. This engine is as pow- | ; 

M@ erful as they come. Socrates 3.0 is capable of playing a fia 
game of chess from any level between novice and grandmas- aa 
ter. If you can survive the challenge, go ahead and try. b Er 


f played in DOS or Windows. 


by Mallard 
Aug., ‘93 Alex: 89 Rick:90 Steve: 83 


The Earth’s sole natural satellite is just waiting to be colo- 


Red nized by you and your country. Mount up an expedition to 


Luna and build a self-supporting and sufficient moonbase to 
begin mining the moon for its resources. You'll need to plan 


carefully, since on the moon, water, oxygen and other materi- & 
als vital to human life are non-existent. Watch out for cata- 


strophes, and keep your radiation levels in check! 
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Solitaire Antics 


by Masque Publishing 


April, ‘94 Kevin: 83 Ted: 84 Steve: 80 


Every now and then, you have a few minutes to kill. Maybe 
youre waiting for lunch or waiting for a meeting to start, but 
those few minutes seem to take forever. Not anymore, thanks 
to Solitaire Antics. Play any of several dozen different ver- 
sions of solitaire, from easy games to the ones almost impos- 


sible to win. Animations liven up play when you get stuck for 


your next move. 
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SimCity 2000 
+ by Maxis 
aa Jan., ‘94 Kevin: 95 Ted:94 Steve:92 Avg:94 


“7 ~—- Few games have had the impact on the computer gaming 
}community that SimCity did. Maxis has taken the original 


totally new options, new graphics and new buildings, SimCity 


2000 offers more of a challenge, even to the experts of the} 


a original. For added fun, try out the difficult scenarios included 
se with the pons For Macintosh/PC. 


SimHealth 


iy by Maxis 
May, ‘94 Kevin: 72 Ted:78 Steve:75 Avg:75 
The concept of a national health care policy is a hot one 
right now. Everyone has their own idea of how national health 
‘| care should be run and how it shouldn’t be run. SimHealth 
¥ allows you to test out how well your pet theories work in a 
i} realistic simulation of health care. As a government execu- 
tive, you must implement your policies and stick to your 

f beliefs if you hope to get re-elected. 


Master of Orion 
by MicroProse 
Dec., ‘93 Kevin: 92 Ted: 91 Steve: 91 Avg: 91 


t| Take command of an empire that will span the galaxy if 

fe) properly managed. Compete against other races bent on 

“a4 domination of outer space. make allies to help you conquer, 

M4) but don’t trust them too far. While you’ll need sound econom- 

ic strategies to be successful, you'll also have to build a 

| whopping great armada to scare the stuffing out of those 
pesky alien races who want your planets. 


Ground Gombat Gn Crysian 
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Nov., ‘93. Kevin: 81 Ted: 86 


classic builder and taken it back to the drawing board. With 


SimFarm. 


by Maxis 
Steve: 88 Avg: 85 


You may have mastered SimCity, but the challenge in Sim- 


7) Farm is of a different nature. You need to plant and rotate 
your crops to generate the most bountiful harvest you can. 
|Buy fertilizers and pesticides to keep your plants healthy, 
‘then harvest them up and sell your crops. Buy land to 
_jincrease the size of your farm, but don’t buy too much or the 

et aepaning town won't grow! 


re RE (HEBEL 


by MicroLeague 
Oct., ‘93 Alex: 80 Mike: 78 Steve: 88 Avg: 82 


A series of shapes must be joined with others of the same 
color and pattern to eliminate them. To progress from board 
to board, you must destroy all of the brix on the screen. Be 
warned—some of the puzzles are quite tricky, and at times 
you will be forced to eliminate three or more brix at a time! 
For the true puzzle maniacs, Brix has multiple pathways to 
the final levels. 
ania i:  — Te TeEee “itsson 
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More Vegas Games 


by New World Computing 
Oct., 93 Alex: 70 Mike: 81 Steve:78  Avg:76 


Sometimes, those gambling simulations can be a little to 
complicated. That’s when you need More Vegas Games from 
New World Computing. All five of the games included are 
designed to give you a good taste of gambling action without 
straining your brain. Play draw poker, blackjack, baccarat, 
craps and bet on the ponies to try and make a fortune in sili- 
con dollars. 
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- Movie &S 


aS: 


HN EXPLOSIVE NEW ADDITION 
T0 THE JUDGMENT RITE 
CAPCRIENCE, 


Star Trek®: Judgment 
Rites™ goes to warp 
speed with the 
addition of the new 
Movie and Sound Pack. 


A cinematic explosion 
of sight and sound, the 
Judgment Rites Movie & Sound 
Pack plugs into your original Judgment Rites 
program, expanding the experience with fantastic 
new cinematic sequences and digitized sound effects 
from the original television series. It’s the ultimate 
expansion disk for the ultimate adventure. 


as 


17922 Fitch Avenue 
Irvine, CA 92714 
(714) 553-6678 


The Judgment Rites Movie and Sound Pack requires the original 
Star Trek: Judgment Rites program. 


rights reserved. ® & © 1994 Paramount 


Software © 1993, 94 Interplay Productions, Inc. All : 
istered Trademark of Paramount Pictures. 


E. 
Pictures. All Rights Reserved. STAR TREK is a Reg 
Interplay is an authorized user. : 
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Lucky’s Casino Adventure 
~—_ by QQP 
| _Feb., ‘94 Kevin: 92 Ted: 91 Steve:90 Avg:91 


Casino simulations have one major problem—if you run out 
of money you can simply start over. This problem is alleviat- 
ed with Lucky’s Casino Adventure. Rather than simply gam- 
ble, you can undertake a three week vacation in Quantum 


City. Run out of cash and they'll kick you out. Dozens of a 


| games including a handful of poker variants are included in 
=| many of the casinos in Quantum City. 


The Patrician 
by Ready Soft 
an., ‘94 Kevin: 75 Ted: 60 Steve: 64 Avg: 66 
The Hanseatic League was a trading consortium that exist- 
ed in Northern Europe in the thirteenth century. Explore the 
i, | various facets of trading and economic conquest with The 
44] Patrician from Ascon and Ready Soft. As you build your base 
A} of power and money, you may find yourself powerful enough 
to successfully run for mayor of a large city. Bribe officials 
fH and rake in the big bucks. 
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CrossWire 
by SilverSun 


Nsept., ‘93 Alex:83 Rick:70 _—_ Steve: 83 


Test your trivia knowledge in a gameshow-like atmosphere 
with CrossWire. The game contains several stages, each fea- 
turing matching problems where two columns of items must 
be paired up. To qualify for each round, you must achieve a 
certain number of points, beat a computer opponent playing 
on the same board, or match up the correct answers without 
using one of the wrong clues. 


Each comect anawer is worth 250 pomts. and each 
costs pou 175 powmt 


incomect guess 
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Merchant Prince 
by QQP 
Ted: 96 Steve: 94 


Life in the Renaissance was interesting. How interesting? 
Play Merchant Prince and find out! As a fledgling trader 
based in Venice in the 14th Century, you must build up an 
empire based on trading commodities from city to city. To 
help you, bribe some senators, get one of your controlled 


Avg: 95 | 


: if, bishops elected to the Papacy, become the Doge and 
+ || destroy your co-merchants. 
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Positronic Bridge 
by Ready Soft 
Ted: 90 Steve: 77 Avg: 83 

Bridge is one of the most popular card games in the world, 
but sometimes it can be a real struggle to find three other 
people who want to play when you do. That’s where Positron- 
ic Bridge comes in. You can sit down for a game anytime you 
want. If you use a non-standard bidding strategy, Positronic 
Bridge will learn your scheme as you play. Improve your 
game and have fun while you do it. 


te) At 
J) Bid and 

Marla 

ChessMaster 4000 Turbo 


by Software Toolworks 
Dec., ‘93 Kevin: 89 Ted: 88 Steve: 87 Avg: 88 


One of the most widely known and played families of chess 
programs, the ChessMaster series just got bigger and better. } 


ChessMaster 4000 Turbo offers you new options and views }7) 


to help you get a better grip on your chess game and to help 
you learn the ins and outs of classic chess strategy. For the 
ultimate challenge of skill and memory, try playing a blindfold- 
ed game in which you can’t see your opponent's pieces! 
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VGA Games 
XO Bible Games (4 disks)(7120) 


Test your knowledge of the Bible.(HD)(CGA) 


0 Blake Stone 2.0 (4 disks)(8280) 


VGA Games 
O aut delat (3 disks)(8290)- 


The hottest selling prog Jram In Our ast Catalog: 
4 moan RAAMN/2A2L 
(1 meg RAM)(386+)(DO (HD 


© Duke Nukem II (4 SEDONA 


Duke blasts his way to freedom with enough 
firepower to wake the neighbors 
(1 meg RAM)(386+)(DOS 6.0+)(HD)(VGA) 

1 VGA Tetris Clones 1 (4 disks)(2880) 


Most lifelike pinball we've ever seen!(HD)(VGA) 


To Order Call: 800-876-3475 
O Halloween Harry (4 disks)(8330)- 


CRE 84e6s 
Score HY4PHA 


15 fabulous hi-res variations. (HD)(V (VGA) 


CU VGA Tetris Clones 2 (4 disks)(8510) 
The latest & greatest variations.(HD)(VGA) 
C1 EGA Mouse Solitaire (4 wih st 


PRS HIE no ae fe 


Help wee nenetrat e Space Station Liberty & 
rescue the victims on each level.(HD)(VGA) 


0 posal Adventures (4 ri 


au irements S: (HD) Hard Disk, (VGA) VGA graphics, 
86+) 386 processor or above, (M) Moune 


eons with an attitu de! 


laa 


—r 49 15 challenging word games.(HD)(VGA) 
VY 0 safe Oo Quatra Comd. Min (4 disks)(9720)- 
A not new or W vindows'(HD)(V /GA) 


21.99 Per Disk 


VGA Games 
C1 Ultimate Chall. Golf (3 disks)(8360)- 


Windows Games 
O Best am ESTOS | Be oe 


Plan & execute each shot carefully. Precision 
& depth of features will amaze you.(HD)(VGA) 

CJ Wolfenstein 3-D/Utils (3 disks)(2230)- 
Escape from a Nazi prison.(HD)(VGA) 


OC VGA Flight Simulators (2 disks)(2490) 


203 + games for Windy NS in each volume. 
CX Best Win Games 2 (4 disks)(4490) 
CO Best Win Games 3 (4 disks)(4460) 
CX Best Win Games 4 (4 disks)(9190) 
C) Best Win Games 5 (4 disks)(9710) 
Fi Kids Games for Win (4 disks)(4330) 


ae aes =n Megan's Matching Gene 


Fly dangerous combat missions!(HD)(VGA) 


O Pickle wars (3 disks)(8440)- 


Save the planet with a salad ahocter IDA) 
O Sim Space (7 disks)(8190)- ee 
ship flight & combat simulator.(HD)(VGA) 
O VGA Pe Gionee = ee 


for kids! 


14+ great games 
O ealialte al L disks)(9080) 


14 solitaire variations for you to play. 
0 Solitaire Games/Win 2 (4 disks\9870) 
11 more solitaire variations for you to pla 
Oj Jigsaw for Win (4 disks)(9840)- 
Great jigsaw puzzle simulation.(HD)(VGA) 
CX Word Games for Win (4 disks)(4970) 


4 vari variations of F the Eee game. HDIVGA 
0 VGA Card (4 disks)(8420)- 
Enjoy five great card games.(HD)(VGA) 


Disk Size: 154" 13/4" (add 50¢ per disk if you require 3/4") 
No. disks x$ = 


Name Shipping & Handling $ 4.00 
inte ae eee s Federal Express Next Day Air (add $7) $ _ 
HeMGSS SEUNAOY UN appvicanle) P | { Federal Express 2nd Day Air (add $5) $ 
nly 
Address COD (add $5) $ 
Canada (add $2) $ 7 
City/State/Zip Foreign outside U.S. & Canada (add $4) $ 
TOTAL ORDER $ | 
Phone 


Card No. 


-//3-7803 or 
5 (6am to 5pm, PST). 


By fax 24 hours a day 503 
call toll free 800-876-3475 


All checks must be payable in US funds 
Method of payment: L1Visa/MasterCard LiDiscover LCheck/M.0. enclosed LICOD (US Only) 


Furocheques 


\Ala rannnt arront 
WE CaNnOl aCCept 


Exp. Date Signature 


1221 Disk Drive * Medford, Oregon 97501-6639 
To order call toll free: 800-876-3475, or 503-776-5777,or FAX 503-773-7803 
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Archon Ultra 


by Strategic Simulations 
April, ‘94 Kevin: 88 Ted: 89 Steve: 82 


attacks with each piece, without changing the overall strategy 
of Archon. You must fight for each square of the chess-like 


: board. Win either by eliminating your enemy totally or by cap- ve I 
See turing the five power points. a. 
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Nanotank 

[ by Twin Dolphin 

‘Feb., ‘94 Kevin: 88 Ted: 89  Steve:82 Avg: 86 
| An alien computer architecture poses a huge threat to the 
integrity and survival of much of the galaxy. Now, the only 
chance of destroying the deadly computer virus is to use the 
Nanotank, a tiny device capable of traveling through the cir- 


} cuits of the alien computer. To reach the virus itself, you must 
traverse dozens of levels designed to blow the Nanotank into 


Magazine Word 


by Villa Crespo 
May, ‘94 Kevin: 85 Ted: 83 Steve: 84 Avg: 84 


{ One of the most respected puzzle publications to ever 
si Grace the local newsstand, Games Magazine sets the stan- 
4 dard for puzzling pleasure. With Games Magazine Word vol- 
1 ume 1, you can have the fun of dozens of issues of Games 
on your PC. Five different types of word puzzles are included 
including a new variety created simply for this product. Puz- 
zle lovers shouldn't pass it up! 
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Avg: 86 
4" Not many games can live up to the word “classic,” but 
| Archon can. This totally revamp version of Archon offers the } 
player a better challenge, sharper graphics and additional] 


April, ‘94 Kevin: 86 
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4 Jan., ‘94 Kevin: 78 


The biggest attraction at any amusement park is the roller- [i 


Bi 


Tiles and Tribulations 
Aug., ‘93 Alex: 64 Pi cbect Steve: 56 Avg: 64 


You start with a pit that's compartmentalized into twenty- 


‘Y]five distinct sections. Then, you have square tiles that fall 


from the top of the screen toward the bottom. You have to 
catch the tiles and deposit them into the pit. To eliminate the 
tiles from the pit, make horizontal, vertical or diagonal lines of 
three or more tiles of the same color. The levels get faster 


| and harder as you progress. 


© Tribulations) |§ 


by Villa Crespo 


Ted: 88 Steve: 87 Avg: 87 


| each move you make. Carefully plan your way through each } 
: i maze, because one wrong step can send you back to the 


beginning. Be prepared to second guess everything you do 
as you watch your precious energy slip away with every step 
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Coaster 


by Walt Disney Software 


Ted:84 Steve:78 Avg: 80 


coaster ride(s). With Walt Disney Software’s Coaster, you 


B® can design and build your ultimate coaster from the ground 


up. Work on the actual design, building loops, turns and} 
bumps, then put it through its paces. To see how well it} 
stacks up, ask the coaster critics what they think of your lat- | 
est creation. | 


TALS eWay 


his incredible 
offering from 

SSI serves up lim- 
itless small-scale 
tactical armored 
confrontations 
using all of the 
various tanks and 
tools of mecha- 
nized warfare from 
1918 to 1991. 

In short, welcome 
to tank heaven! 
Our powerful 
random scenario 
Senerator allows 
you to create a 
custom map, 
choose one of 
three climates, 
pick opposing 
forces, and assign 
objectives for 
each combatant. 
Scenarios are 
created according 
to your specifica- 
tions, and no two 
scenarios will ever 
be exactly alike. 


sAejdsiq WO 10]09-9Sz Wal 


Prepare for armored conflict, past 
and present - any way you want it! 
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©1994 Strategic Simulations, Inc. All rights reserved, 


Not enough 
control for you? 
Then give the 
custom scenario 
editor a try. It 
places all the 
resources of the 
game under your 
control — which 
means the only 
limit to what you 
can create is your 
own imagination! 

Of course, if 
you re not in the 
mood to create 
scenarios right 
away, there’s still 
plenty of intense 
armored action 
— over twenty 
ready-to-play 
historical scenarios 
wait to test your 
armored mettle! 


Available for 
IBM & 


COMPATIBLES. 


MeraALTEcH 
BATTLEDROME 
BY DYNAMIX 


DEVELOPED BY: 
DYNAMIX 


REQUIREMENTS: 
386-25, 2MB RAM, 
VGA, DOS 5.0 


Sound Support: 
Sounp Buaster, Anolis, 
ROLAND, Pro Aupio 
SPECTRUM 


THEME: 
BATTLE SIMULATOR 


PRICE: 
N/A 


Revease DATE: 
SprinG ‘94 


If you think you’ve got the 
skills to be top warrior—and the 
courage to back it up—then step 
up to the challenge of 
Battledrome. High tension and 
high stakes fill the Battledrome 
arena as_ fully-articulated 
Herculans wield their might 
effortlessly across the cyber- 
scape. Battledrome puts it all on 
the line as mighty Hercs fight 
one-on-one for power, pride, and 
money. 

Battledrome is a virtual reality 
combat arena where strategy 
and tactics count as much as 
firepower and armor. You 
choose your Herc, its weapons, 
the arena conditions, the level of 


This mech is toast as you swing your armaments around. Say good 
night, Gracie (Good night, Gracie). 


Game SUMMARY 


BecOME THE WARRIOR 
OF THE WASTELAND AS 
YOU CUSTOMIZE AND CUL- 
TIVATE YOUR EVER-GROW- 
ING ARSENAL OF PERSON- 
| AL Herc MECHANIZED 
ASSAULT CHASSIS. WIN 
THE WHOLE BALL OF WAX 
OR GET SHOT DOWN IN 
FLAMES; THE GOAL IS TO 

GET TO THE TOP AND STAY 
THERE. MODEM-READY, 
SO YOU CAN PLAY 
AGAINST YOUR FRIENDS 

(AND ENEMIES) FAR AWAY, 
OR GO HEAD-TO-HEAD 
AGAINST COMPUTER OPPO- 
NENTS. 


battle, and the amount to wager. 
Bet for prize money to build your 
own arsenal of Hercs. Or, if 
you’re desperate for cold, hard 
cash, wager your own Herc! 
Battledrome is modem-ready. 
Challenge anyone, anywhere in 
head-to-head competition. Or pit 
your Herc against the best of the 
computer-generated opponents 
in Battledrome’s own network 
universe. Win with cunning or 
win with cannons. Either way, 
you'll have to challenge and duel 
your way up the ladder. Only 
one fighter can be ranked num- 
ber one. Battledrome is the 
beginning of the thrilling 
MetalTech series, with more 
games promised to follow. 


76 COMPUTER GAME REVIEW 


We’RE TALKING SOME 
SERIOUS HEAVY METAL 
HERE. 


METALTECH BATTLEDROME BRINGS A WHOLE 
NEW MEANING TO THE WORDS “ASSAULT 
CRAFT.” 


Temporal Times Nth Whentember -0000- 


BRONTO 


BLAMED! 


BRONTOSAURUS BLAMED 
FOR SNARL-UP! 


Traffic was at a_ standstill in 
Manhattan yesterday morning, as 
gridlock gripped the city. ''Nothing 
unusual about that.'' you might say, 
except that this time the _ Transit 
Authority didn't point the finger of 
blame at the lone driver, but at a large 
brontosaurus. They should at least get 
points for originality. 

A beleaguered Transit Authority 
Spokesperson claimed that a _ large 
brontosaurus was grazing on trees at the 
edge of Central Park, and ten-block 
tailbacks caused by the critter were the 
reason for the gridlock. 

Large crowds of curious bystanders 
were aggravating the problem, and so far 
N.Y.P.D animal handlers have failed to 
come up with an effective way of moving 
the beast. "You can't just throw a leash on 
something the size of the Staten Island 
ferry and expect it to come quietly.", 
exclaimed a harassed animal expert. 

Sources within the United Nations 
refused to confirm or deny that this latest 
anomaly was linked to recent discoveries 
of a ruined Burger Franchise in the ruins of 
Pompeii and a fossilised '74 Dodge in 
Yosemite National Park. 


Trout Hypnosis 


Scientists from _ the 
department of Trout Hypnosis 
and Temporal Science at M.1.T 
have’ released a_ bulletin 
explaining the recent rash of 
weird temporal disturbances. 

According to the eggheads, 
someone (or something) has been 
altering significant events in 
Earth's history. Disruptions in the 
flow of the Time Stream caused 
by this meddling have lead to 
rifts, such as the one that brought 
a Brontosaurus to Central Park, 
Manhattan, causing traffic chaos 
at the height of rush hour. 

The bulletin concludes that 
unless the flaws in the time stream 
are repaired quickly, wholesale 
chaos will ensue. 
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AVAILABLE NOW! 


PC & Amiga 


Copyright 1994 Imagitec Design Inc 


Evolution - Lost In Time is a 
Trademark of Imagitec Design Inc 
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These miniatures move . 


THE BEGINNING OF THE 2.2.7.0" 
| a number of terrain 
types, and use artifi- 


BEGINNING OF THE END _ 2 ineeticenee 

routines to 
behave and 

FOR Nazi GERMANY. respond like 


REQUIREMENTS: actual 


peeepeiems D-DAY: LAND YOUR FORCES AT NORMANDY troops. ~ 
VGA @ AND SWEEP ACROSS THE EUROPEAN COUNTRY- |" ° "a 
SIDE TOWARD BERLIN. 


D-Day 
BY IMPRESSIONS 


| DEVELOPED BY: 
IMPRESSIONS 


Sound Support: 


Souno Biaster, AoLie, 
ROLAND, ARIA lf you liked The Blue and the ' clash at the strategic level, the 


Gray, you're going to love D- __ battle is resolved using the 
THEME: Day. D-Day simulates the end of | Micro Miniatures system that 
MILITARY SIMULATOR World War Il in Europe, fromthe Impressions wargames are 

invasion at Normandy to the fall known for. Here, each 
Price: of Berlin. Command decisions _ side's forces are repre- 
N/A are yours and yours alone. sented by animated 

At the turn-based strategic miniature figures, 
) Revease Date: level, you move your troops ona = each _~of which 
Summer, ‘94 map that stretches from England represents a 


to northern Italy, and from small group ACCESS 
France to Germany. Under your of soldiers 

control are seers unit ee or veni- Brings You 
including infantry, artillery, cles. a 

armor, support units, aircraft and ai Virtual World 
warships. Recruitment and sup- 

oly decisions are yours to handle : = = ' 
at this level. The goal for the Interactive Vovie! 


player depends on which side he 
chooses to play: the Allies try to 
eliminate the enemy and con- 
quer Berlin; the Axis must 


hold against them, or 7 “I ots of games push the 


else lose the Reich. 


Game SUMMARY sss envelope—Under a Killing Moon 
June 1944 to blows it to smithereens! 


COMMAND AND CONTROL May 1945-the _ wilt ae 
THE DECISIONS THAT WENT oa William Trotter, PC Entertainment 


Won War H nou ve tt “A ground breaking 
: 7. CD adventure!” 


INVASION OF NORMANDY armies 
—Joyce Worley, Electronic Games 


TO THE FALL OF BERLIN. 
YOU CALL THE SHOTS, PLAY- 
ha To commou “Under a Killing Moon combines 
the best elements of movies 
and computer games... It literally 


pulls you into the screen.” 


VICTORY CONDITIONS. CAN 
YOU WITHSTAND THE 

—Denny Atkin, Entertainment Editor, 
Compute Magazine 


Burtzkriec? Witt You 
FALL BEFORE THE 
MIGHTY ONSLAUGHT 
OF ALLIED 

POWER? ONLY 
YOU CAN 

DECIDE. 


This category-creating Interactive Movie from ACCESS Software goes light 
years beyond any other product labeled “interactive.” Under a Killing Moon 
takes you to the streets of post World War III San Francisco and casts you into 
the role of Tex Murphy, Private Investigator, who first appeared in Mean Streets, 
then Martian Memorandum. Under a Killing Moon is a Virtual World full of 
people and places so richly detailed, you'll feel like you’re actually there. 


player can control his 
troops in many different 
ways, including move- 
ment, formations, 
targeting and 
engagement 
orders. 
Differing 

levels of 


to only get as detailed as you 

feel comfortable with. In advanc- 

ing their Al routines, Impressions 

is taking great pains to adapt the 

Micro Miniatures system to 

WWII ground combat, so that 

different types of forces are 

deployed and behave in an his- 
torically accurate manner. 

control Each unit will be assigned to 

allow the general who historically led 

you it. In one of the significant 

changes to the Micro Miniatures 

system, D-Day will feature gen- 

erals whose leadership skills 

and personalities affect how they 

respond to strategic and tacti- 

cal decisions, as well as 

how their troops perform 

under fire. For those 

who do not appreciate 

the truly chaotic 

manner in which 

most battlefield 

encounters 

take place, 

this lead- 

ership 

Sys- 

tem 


~Q: What do 
film stars 


. ee 
common? 


or aes : 


/ A 
Killine Moan 


new CD thriller Under a 
Coming Soon 


to a PC Near You! 1-800-800-4880 


4910 W. Amelia Earhart Dr. 
Salt Lake City, UT 84116 


The Micro Miniatures seis shown in 
action. 


“Monty” to his men, Field Marshal 
Montgomery was a pivotal leader. 


will be completely optional. Each 
general will be given attack and 
defense ratings, which reflect 
their historical ability to lead his 
troops in offensive and defen- 
Sive actions. 

Victory conditions will now be 
configurable. For instance, you 
can now choose the number of 
victory points that are needed to 
win the war, as wel! as being 
able to alter the victory points 
gained for certain cities (thus 
making them more “valuable” 

targets). One interesting addi- 

tion to the victory scenario 
is that the Allies must 
have troops on the con- 
tinent after a certain 
time; failing to do 

so results in an 
automatic win 

for the Nazis. 

Good luck 

and good 

hunt- 


ing. 


== ACCESS 


S&S ho erware INCORPORATED 


THE REAL 
D-Day 


Many people think 
that D-Day, histori- 
Cally speaking, was 
the largest amphibi- 
ous assault ever 
undertaken in war- 
fare, modern or 
otherwise. While it 
is arguable that no 
invasion has ever 
been as historically 
significant, the 
largest amphibious 
assault ever con- 
ducted was the 
invasion of Sicily, 
about a year before 
the Normandy land- 
ings. In many 
ways, the Sicily 
invasion was a 
preparation for the 
eventual conquest 
of Western Europe 
by Allied forces. 

The D-Day inva- 
sion could have 
been a lot tougher 
for the Americans 
as well. The 
German military 
machine believed 
that the landings 
would take place 
further up the 
French coast, not at 
Normandy. In spite 
of this, the 
Germans still had 
impressive fortifica- 
tions along the 
Normandy coast. 
So sure were they 
that the invasion 
would be else- 
where, they didn’t 
improve the defens- 
es at Normandy 

despite a stern 

warning from 
German 

hero, Erwin 

Rommel. 


Each big full-color issue of EGM is 
packed with In- Your-Face information 
and exclusive coverage of the hottest 
video game action you can find. 


EGM is the only mag loaded with 
special pull-out strategy guides, killer 
maps, and super secrets that will send 
your scores soaring! 
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War GAME 
CONSTRUCTION 


Ser 2: TANKS 
sy SSI 


DEVELOPED BY: 
SSI 


REQUIREMENTS: 
386, VGA, DOS 3.3, 
2 MB RAM 


Sound Support: 
Sounp Btaster, AoLis, 
GENERAL MIDI 


THEME: 
MILITARY SIMULATION 


PRICE: 
$69.95 


Revease Date: 
Aprit ‘94 


GAME SUMMARY 


THE MILITARY FORCES 
OF COUNTRIES HAVE 
ALWAYS BEEN SOMEWHAT 
ASSURED OF THEIR FECUN- 
DITY, BUT NEVER MORE SO 
THAN WITH THE ARRIVAL 
OF BATTLEFIELD IMPLE- 
MENTS SUCH AS THE TANK. 
THIS INNOVATION HELPED 
TO FUEL THE MILITARY 
INDUSTRIAL INBREEDING 
THAT SPAWNED THE $600 
AIRPLANE TOILET SEAT. 
Tuat asive, WGCS2: 
TANKS LETS YOU RELIVE 
THE GREAT BATTLEFIELD 
Drives OF WWI AND 
WWII, NOT TO MENTION 
THE KoreAN War, THE 
Vietnam War, AND 
Operation Desert Storm. 
AUTHENTIC TANKS, SUCH 
AS THE WHIPPET, THE 
TIGER, AND THE MI BaT- 
TLE EACH OTHER FROM 
THE DIFFERENT ERAS 
BETWEEN 1918 AND 1991. 
A CAMPAIGN FEATURE LETS 
A PLAYER FIGHT A PRO- 
GRESSIVE SERIES OF SMALL 
BATTLES UNTIL HE IS VIC- 
TORIOUS OR OVERCOME. 
WEATHER AND TERRAIN 
ARE CONFIGURABLE. 
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A random scenario generator creates 
custom maps using your preferences. 


As in most fields of human 
endeavor, the practice of war- 
fare periodically undergoes radi- 
cal change in relatively short 
periods of time. By 1917, the 
Great War had been dragging 
on for three years, with no end in 
sight. Battlefield tactics were 
essentially indistinguishable 
from those of the mid-19th cen- 
tury. Massed artillery and war 
gasses produced short-term 
successes, but effective counter- 
measures quickly rendered 
these innovations moot. 
Desperation drove both sides to 
seek some way to break the 
stalemate. Germany created 
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Check out each army’s breakdown by 
unit. 


new tactics. England and France 
created the tank. 

Now you have access to these 
awesome weapons of the 
Wehrmacht. WGCS2: Tanks 
offer you the ability to recreate 
the famous battles of the 20th 
century. You'll have access to 
not only tanks, but other 
weapons of war such as infantry, 
motorcycles, bicycles, and heli- 
copters. Create random scenar- 
ios pitting forces from different 
countries in “what-if” situations. 
Watch for that Tiger on your tail! 
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Instant access to your forces-where 


they are and what they’re doing. 
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GROUND WAR 
THROUGHOUT THE 
TWENTIETH CENTURY. 


War GAME CONSTRUCTION Set 2: TANKS 
SIMULATES GROUND-=BASED TACTICAL CONFLICTS 
USING THE TOOLS OF 2OTH CENTURY WARFARE. 
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COMPUTER GAME REVIEW 
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SUPERHERO 
LEAGUE OF 
HOBOKEN 
BY LEGEND 
ENTERTAINMENT 


DEVELOPED BY: 
LEGEND ENTERTAINMENT 


REQUIREMENTS: 
N/A 


Sound SupPort: 
N/A 


THEME: 
Apvventure / RPG 


PRICE: 
N/A 


Revease Date: 
Summer ‘94 


GAME SUMMARY 


AFFECT THE LIVES OF 
PEOPLE YOU DON’T EVEN 
KNOW BY STRAPPING ON 
THE PERSONALITY OF ONE 
OF THE GENETICALLY DAM- 
AGED MUTANTS FROM THE 
RAGTAG PLATOON KNOWN 
AS THE SUPERHERO 
Leacue OF HOBOKEN. 
LEGEND’S HIGHLY SUCCESS- 
FUL COMPANIONS OF 
XANTH INTERFACE HAS 
BEEN EXPANDED TO 
INCLUDE A COMPLETE 
ROLE-PLAYING ENGINE, SO 
LEAVE THOSE DWARF AND 
DUNGEON GAMES BEHIND. 
YOUR QUEST WILL TAKE 
YOU ON A TWISTED TRAV= 
ELOGUE OF RUINED TWEN- 
TIETH CENTURY LAND- 
SCAPES. FROM THE FEUDAL 
KINGDOM OF ATLANTIC 
CITY TO THE RUINED 
HULKS OF THREE MiLe 
ISLAND, YOU WILL PURSUE 
Dr. ENTROPY UNTIL YOU 
FINALLY CORNER HIM HIGH 
ATOP THE Empire STATE 
BUILDING. IT’s A PERFECT 
BALANCE OF PUZZLES, 
COMBAT AND THE WARPED 
HUMOR OF STEVE 
MERETZKY. 
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Home sweet home to the biggest col- 
lection of mutants in town. 


Look! Down in the sewer! It’s a 
rat! It’s a Department of Public 
Works employee! It’s Captain 
Excitement! Enter the world of 
the Superhero League of 
Hoboken (not responsible for 
nerve damage), from the same 
group of folks who brought you 
the incredibly twisted Eric the 
Unready. 

The United States is a night- 
mareland of toxic waste, melted 
ice caps, and desperate short- 
ages of oat bran. Ruined shop- 
ping malls lie in glowing piles of 
rubble interspersed with big hair, 


ta a 


poisoned by obscure chemical 


Face with fear deadly adversaries like McMutant and Steroid Man. Attack them with 


FIERE THEY COME TO 


SAVE THE. * oUM. ® 6 


OKAY, MAYBE NOT. 


GIRD YOUR LOINS FOR THE STRANGEST GROUP 
OF MISFITS TO EVER COME DOWN THE New 


JERSEY TURNPIKE. 


byproducts of decayed computer 
game packaging. Horrible muta- 
tions roam the countryside at 
will, offering insurance to the 
highest bidder... Monsters 
spawned of radiation, environ- 
mental toxins, unregulated bio- 
engineering, and cast-off Donny 
and Marie albums. 

But in a tiny corner of New 
Jersey (made famous by an old 
Marlon Brando movie), a small 
group of Superheroes has band- 
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your ability to raise their cholesterol level and more. 
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COMPUTER GAME REVIEW 


Our fearless heroes have gotten into a fight. Robo-Mop (“No Mess Too Large”) has 
_ just released a deadly swarm of trained hornets against the All-Mines. 
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The America you face is one radically 
different from ours—or is it? 


ed together. Their mission: to 
nurture the rebirth of a new soci- 
ety, to ease the suffering of the 
dark age, and to provide a place 
where Superheroes can always 
find a date on Saturday night. 
Your party of Superheroes will 
include the likes of Captain 
Excitement, Zaniac and Tropical 
Oil Man; with superpowers like 
Induce Rust, Raise Cholesterol, 
and Talk to Six-Legged Animals. 


Watch out for the Tupper War Parties 
and the awesome Supermoms. 


You'll battle McMutant and the 
Steroid Man, not to mention 
Screaming Meemies, Samurai 
Welders, Junk Bond Amoebas 
and even (gasp!) Lawyers, on 
your way to the ultimate baddie: 
Dr. Entropy. 


Cruise Mistletoes are soaring over the 
ruins, looking to kiss you goodbye. 


Mutants. Biohazards. Cyberspace. SHODAN. 
There’s no time to rest when your foe doesn’t sleep 
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Actual screens may vary. 


¢ Marvel at the first person, 3-D, 
smooth-scrolling viewpoint as you 
jump, lean around corners, look up 
and down, climb ledges, crawl 
through shafts, and even fly with 
rocket boots. 


e Experience the most sophisticated 
physics system in a computer game, 
complete with variable gravity, recoil 
effects, explosions, and moveable, 
destructible objects. 


e Listen to explosive sound in ORIGIN’s 
new dynamically layered music 
system, and view realistic illumination 
effects — pools of light, shadows, 
flickering lights and flashes. 
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Copyright © 1994 ORIGIN Systems, Inc. System Shock is a trademark of ORIGIN Systems, Inc. Origin and We create worlds are registered trademarks of ‘ : ri Ae 
ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. intel, intel486 and Pentium are trademarks of Intel Corporation. le Nh LO1A* 
. . . . An Electronic Arts® Company 
Available at a software retailer near you, or call 1-800-245-4525 for MC/Visa/Discover orders. 
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ULLUS TRATED 


ILLUSTRATED 
YOu DEMANDED IT! YOU.COT IT! 


Now you can receive the hottest new.comics magazine at your front 
door! If you want the latest info on all the hot comics, artists, writers,” 
» insider news, trading cards, movies, action figtites, arid the best price . 
guide in comics, then HERO%s the magazine for-you! Plus: 
* Original full-size comics, like Bone and’Extreme! 
¢ Incredible contestsilike our Exclusive Scratch-Off Cards that cotild 
net you tons of valuable prizes! 
¢ Groundbreaking premiums that set HERO apart from the rest of | 
the pack! 


y. 


Wf Sf _ Way me JN Finally a way to catch the exclusive reviews, pictures and previews of 
wie ——— i , “ upcoming comics each and every month. Don’t-miss a single‘issue, 
because if you didn’t read it in HERO ILLUSTRATED, - you didn’ tread if at all! 


HAVE THE HERO ILLUSTRATED 
COME RIGHT TO YOUR DOOR! 
Get 12 issues of HERO for only $29.95! Send payment to: 
HERO ILLUSTRATED, P.O. Box 1613, Lombard, IL 60148-8613 


Name 
Address 
City 


Payment Enclosed 0 Bill Me 
Credit Card Orders: 4 VISA 


Card No. 


Signature 


For Faster Service, Call: 


708-268-2498 


Make check or money order payable to Warrior Publishing, Inc. Canada and Mexico add $10.00. All foreign subscriptions via air- 
mail only $100.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. 
(American Express money order, Citibank money order, or any other type of check or money order that would go through a U.S. 
branch bank.) All foreign orders must be prepaid. Please allow 6-8 weeks for your first issue. HCGE 


Micro 
MACHINES 
BY 
CODEMASTERS 


| Devetoren sy: 
CODEMASTERS 


REQUIREMENTS: 
N/A 


SouND Support: 
AoLis 


THEME: 
Sports 


PRICE: 
N/A 


Revease Date: 
SprinG ‘94 


Game SUMMARY 


RACE AGAINST THE 
COMPUTER OR ANOTHER 
PLAYER USING A VARIETY 
OF CONTROL METHODS. 
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Speedboats in your bathtub: watch out 
for the rubber duck! 

‘Micro Machines have come to 
the PC. Brought to you by 
Codemasters (who also brought 
this game to the NES), Micro 
Machines will quickly draw you 
in with its crisp graphics and 
mellifluous melodies. There are 
many different race courses, and 


just about every type of land and 
_ water vehicle you can imagine. 


Control is handled by keyboard, 


As they say, pride goeth before a fall. 
Here | am about to prove it. 


Access SOFTWARE 78, 79 
ACTIVISION 37, $3 
Aovvanceo DicitaL Systems 67 
Apocee 3 
BRODERBUND 18, 19 
CHIPS AND Bits 109 
Creative Lass IFC 
CrysTAL DYNAMICS 114, IBC 
DYNAMIX 7 
Imacitec DESIGN 35, 77, 105 
IMPRESSIONS 13, 15 
INTERPLAY 4), 43, 71 
INTRACORP 47 
Koel 29 
LOGICTECH 45 
Merit SOFTWARE 25 
MicrOLEAGUE 9, 21 
MIcROPROSE 54, 55 


BEWARE THE PITFALLS 


OF ORANGE JUICE AND 
MACHINE OIL! 


MicRO MACHINES MOVE TO DELIVER A GAME 
THAT WILL HAVE YOU NAILED TO YOUR PERCH 


(SO TO SPEAK). 


mouse or joystick, and you can 
challenge the computer or race 
against a friend (a very close 
friend if you don’t have a joystick 
or mouse). Terrain is varied: 
some objects act as obstacles, 
others act as jumps and still oth- 
ers act like glue. Trying to deter- 
3 | 
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Replete with jumps, the desks at 
school make a fine place to race. 


ADVERTISERS’ INDEX 


Larger-than-life obstacles sometimes 
get in the way. 


mine what will and won’t hurt 
you requires many hours of play- 
ing time, which will probably fly 
past you so fast that you won't 
have any idea of how long 
you’ve been playing. Now, get 
out there and race! 


MICROSOFT | 48, 499 
MicroSports 65 
ORIGIN 83 
PARAMOUNT INTERACTIVE OBC 
PsyGNosis 62, 63 
QuANTUM QUALITY PRODUCTIONS 32, 33 
Quick SHOT 39 
REACTOR 23 
REASONABLE SOLUTIONS 73 
ROcKFirE 88 
SANCTUARY Woops 59 
SIERRA ON-LINE Nl 
STRATEGIC SIMULATIONS 57, 61, 75, 89, 101 
Time WARNER 5 
TITAN GAMES 27 
VILLA CRESPO 87 
VirGIN GAMES 93 


COMPUTER GAME REVIEW 85 
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THE FORTRESS 
OF Dr. RADIAKI 
BY Merit 
SOFTWARE 


DEVELOPED BY: 
Merit SOFTWARE _ 


REQUIREMENTS: 
N/A 


Sound SupPort: 
N/A 


) THEME: 


AcTION / ADVENTURE 


PRICE: 
| $79.95 


Revease Date: 
Summer ‘94 


GAME SUMMARY 


In THE DOOM GENRE, 
| THIS GAME TAKES PLACE IN 
A 30-STORY FORTRESS 
INHABITED BY GOONS, 
THUGS, SAMURAI, NINJA, 
RAT-MEN, ALLIGATOR-MEN, 
| CLUMSY, SMELLY CUBAN 
GUARDS AND OTHER 
ASSORTED ODDBALLS. 
YOUR JOB IS TO GET PAST 


| ALL OF THEM TO GET TO 


THE FINAL PRIZE: Dr. 
RADIAKI. HE HOLDS THE 
| FATE OF THE WORLD IN 
HIS HAND, SINCE HE HAS~ 


ly, SUCCEEDED IN DEVELOPING 


AND BUILDING “THE 
Uctimate Warrior,” A 
DEVICE POWERFUL ENOUGH 
TO DESTROY THE WORLD. 
LEVELS ARE LABYRINTHIAN, 
REEKING OF THE STENCH 
OF THE FETID, EVIL UNDER- 
WORLD WHICH SPAWNED 

| THE LIKES OF THE GOOD 
DOCTOR. ENEMIES ARE 
HAND-RENDERED IN FULL 
3-D ANIMATIONS; RUMOR 
HAS IT THAT THIS GAME 


| WILL PLAY BEST ON A 


486 (AND PossiBLy 
ONLY ON A 486). 
Faster, pussycat! Kitt! 
Kit! 


Enemies are hand-rendered in full 3-D 
animations. 


A nuclear submarine cruises 
towards a remote island in the 
south Pacific. After searching 
the seas for months, the forlorn 
crew have finally located the 
massive construction known as 
the “Fortress of Dr. Radiaki.” 
The only point of entry is through 
a wretched, stinking (and possi- 
bly plague-ridden) sewer system 
laced with highly radioactive 
creatures. Oh, it’s not gonna 


smell good. You move towards _ 


an unlocked and (presumably) 
unguarded secret stairway. 
Inside the fortress, Dr. Radiaki, 
a consummate, highly degreed 
professional who is nevertheless 


The toaster-headed robot reflects on 
his surroundings. 


twisted and evil, holds the fruit of 
his labor: “The Ultimate Warrior,” 
the weapon of mass destruction 
first envisioned by Stanley 
Kubrick in Dr. Strangelove. 

Throughout the game, you'll 
be confronted by the usual gang 
of idiots and losers that seem to 
populate this genre of game. 
And at the end: Dr. Radiaki, 
replete in shiny silver jumpsuit. 
His most striking feature is his 
fishbowl-like head, holding only 
two eyes and a brain. Imagine 
the mess you'll create. 


Screaming backgrounds help to make 
the fortress of Dr. Radiaki come alive. 


COMPUTER GAME REVIEW 


NIGHT OF GOONS, | 


THUGS, AND A MILLI ON 
BILLION NINJAS. = 


THE FORTRESS OF Dr. RADIAKI ISN’T OUT | 
YET; FOR THOSE WHO’VE FINISHED THAT OTHER 
FIRST-PERSON GAME, THE WAIT IS 100 LONG! 
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ee Word Puzzles available cae ccaiecessiocaaiaiad 
FeRCKORE ALORS COLTON ROK RATS E TUN RATT on the PC today." OCeOeGOCOIG TeeoCCI04 


DOUBLE -CROSSES ——_____ Computer Game Review. —__—___—GRYP &rO RAM 


(F; 


"Word Puzzles brings the puzzle 

"A classic compendium of fun ot ae ) lige arco ‘ a FO plo 
_ computer word play." Slick, colo program tha (he TF 
Bill Kunkel. Executive Editor eliminates the tedium of puzzle 
5S ) solving and lets you concentrate 

_____ Electronic Games. =—————s on. the solutions themselves." 
Russ Ceccola, Associate Editor, 

Electronic Games. 


Over 200 puzzles to challenge even the For IBM PCs and all true compatibles. 
Made in USA. 


most demanding solver. Easy to erase 
your mistakes or ask the computer for Villa Crespo Software, Inc. 


hints. Vivid animated SVGA graphics 1725 McGovern Street Villa Cr €SPO 
. . Highland Park, IL. 60035. SOFTWARE 

(VGA and EGA also included). Lively . ene eee a 
Available at Software Sellers Everywhere! ©1994 Villa Crespo Software, Inc. 


musical soundtrack. Easy-to-use mouse For more information, call 1-708-433-0500 gl ee 
‘ rademarks/Registrations of their 
Or keyboard interface. or fax 1-708-433-1485. respective companies. 
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BY DISNEY 
SOFTWARE 


DEVELOPED BY: 
Disney SOFTWARE 


REQUIREMENTS: 
N/A 


SounbD Support: 
N/A 


THEME: 
RPG / SimuULATION / 
Action / Avventure 


PRICE: 
N/A 


Revease Date: 
SprinG ‘94 


Game SUMMARY 


YOU MUST LEARN THE 
WAYS OF THE WOLF IN 
ORDER TO SURVIVE THE 
RIGORS OF A WOLF’S . 
WORLD. FIGHT FOR DOMI- 
NANCE AND THE POSITION 
OF ALPHA MALE. FORTY 
DIFFERENT SCENARIOS 
OFFER A VARIETY OF 
TASKS AND PUZZLES; 
THERE IS ALSO AN OPEN- 
ENDED FREEFORM MODE. 
A POINT-AND-CLICK INTRO- 
DUCTION TO WOLVES IS 
OFFERED SEPARATE FROM 
GAME PLAY; IT’S A GREAT 
TEACHING TOOL THAT’S 
NOT JUST FOR KIDS. 


In order to determine the growth of the pack, you must establish domi- 


Li Pretic | 


Introduction 
Play Scenario 

‘» Play Simulation 
About Wolves 
Watch Demo 


Disney offers you a full opening menu, 


including learning more about wolves. 


RPGs take on a whole new 
look and feel with the coming of 
Disney Software’s Wolf. Based 
on one of Disney’s True-Life 
Adventure television shows from 
the early seventies, Wolf promis- 
es to be not only challenging, 
but a rewarding learning experi- 
ence, as well. 

After you have chosen the ter- 
ritory you will inhabit, you begin 
the game as a pup. You must 
follow the leadership of the cur- 
rent alpha male; when you are 
old enough and big enough, you 


Choosing your t 
your breed, range, and prey. 


may choose to challenge him. 
As alpha male, you are the only 
male allowed to mate (and thus 
keep your genetic pool alive): 
when you die, you can live on 
through one of your pups. 
Disney has really done their 
research on this project; Wolf 
promises to be one of the best 
games of the entire year, and 
one of the most unusual. 


nance as the alpha male early on, then defend the title. 
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COMPUTER GAME REVIEW 


THAT’S WHEN I FELL 
FOR THE LEADER OF 
THE PACK. 


ESTABLISH YOUR DOMINANCE, GET ALL THE 
GIRLS AND HOWL AT THE MOON WITHOUT 
DISTURBING THE NEIGHBORS. 


Change 1S 
good... 


is 


ntroducing the IR-5 Glide Zipper, from 

Rockfire. This two player, infrared remote 
control system features super sensitive, wireless, 
infrared remote control up to 20 feet! Plus, 
superior 8 directional control capability and 
ultra sensitive, but durable, fire buttons. The 
freedom and enhanced 
responsiveness of the Glide Zipper and Rockfire's 
other advanced and innovative control pads and 
joysticks will revolutionalize your performance. 


performance in either hand 


Four buttons for the C 
Player: 
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re you up for a real-time challenge? Command a feudal empire and 
attempt to dominate all other serfdoms! Your strategic planning and 
tactical prowess will determine your fate. =. 


Thousands of fully animated serfs are at your beck and call. Create your 
own personalized settlement by carefully managing activities such as mining, 
fishing, farming, and construction. Brave knights will be called upon to 
defend your settlement and conquer your enemies. 


So, plan wisely. Place new roads and buildings effectively. Use natural 
resources and maintain food supplies which will sustain your settlement. 


Your ultimate goal is conquest! 
Feudal fabulousness for the not-so feeble minded! 


THE GRANDEST 
FLEET 
sy QOP 


DEVELOPED BY: 
Qap 


REQUIREMENTS: 
386 OR BETTER 
3 Mec RAM 

SVGA, Mouse 


SouND Support: 
ALL MAJOR SOUND CARDS 


THEME: 
STRATEGY/BUILDER 


PRICE: 
$9.95 


Revease Date: 
Sprina ‘94 


GAME SUMMARY 


STARTING WITH PRE- 
ARRANGED HISTORICAL 
SCENARIOS OR AN INFINITE 
NUMBER OF RANDOM 
MAPS, BUILD A GREAT 
FLEET AND CONQUER THE 
WORLD. WATCH CON- 
QUERED CITIES GROW 
UNDER YOUR LEADERSHIP 
AS YOU DICTATE THEIR 
ECONOMIC, CULTURAL AND 
MILITARY HEALTH. BUILD 
Missive BASES TO DEFEND 
THEM, UNIVERSITIES TO 
DEVELOP THEM AND 
OPERAS TO GIVE THEM 
THAT SPECIAL TOUCH OF 
CULTURE. TAKE THEIR PRO- 
DUCTION TO WAR ON THE 
SEA IN THE FORM OF 
FLEETS OF CARRIERS, 
CRUISERS AND SUB- 
MARINES. LAUNCH YOUR 
FLEET AGAINST THE ENE- 
MY’S CITIES AND DEFENSES 
WHILE HOLDING YOUR 
OWN. CITIES CAN BE BOM- 
BARDED, SIEGED OR 
INVADED. IT’S CONQUER 
OR BE CONQUERED. 
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Call up a graph of your victory points 
and gauge your progress. 

Somewhere across the tossing 
sea lies the land of your enemy. 
His cities have become factories 
of war, building a deadly fleet 
that is arrayed against you. You 
have no choice but to build a 
fleet of your own by harnessing 
the good industry of your own 
people. It’s a race to see who 
can develop the grandest fleet. 

The Grandest Fleet is a 

empire builder game that 
explores naval combat and civic 
growth. Players will be chal- 
lenged to not only out-battle their 
Opponents, but also to out-pro- 
duce them. 


CONQUER AND BUILD 
ON AN INFINITE 


NUMBER OF WORLDS. 


EXPLORE THE LIMITS OF EMPIRE BUILDING AND 
TECHNOLOGICAL ADVANCEMENT ON THE HIGH 
SEAS IN QOP’s GRANDEST FLEET. 


Play commences on either a 
historical map or on a random 
one. Random maps may further 
be randomized by size, amount 
of land, amount of building 
points available from the begin- 
ning, number of cities, number 
and shape of islands and more. 

Players then select a starting 
city and build the first elements 
of their fleet. Ships available to 
be built include Carriers, Light 
Carriers, Battleships, Cruisers, 


This is an i sosronimation of the aiia's S$ main screen. Thess Gracbics are the unfin- 


ished VGA version, rather than the full SVGA VESA version. 
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Destroyers, Minelayers, Armor- 
ed Transports, Transports, P.T. 
Boats and Submarines, as well 
as Bombers for land-based 
Airstrips and Forts for defending 
the coastline. 

These ships will provide both 
the mobile defense for and a 
means of conquering cities to 
add to your empire. Cities are 
modeled on several attributes, 
including size and resources. 
These resources are used to 
build various improvements for a 
city, each of which adds abilities 
to the city or its productions. 
These include Universities (nec- 
essary to build advanced tech- 
nologies), Operas (adds Culture 
to a city), Missile Bases for 
defense, Shipyards, Airports, 
Downtowns, and more. 


Keep a full history of your exploits as a 


commander against different foes. 


Combat on the sea is accom- 
panied by animations and digi- 
tized sounds of cannons and 
airstrikes, and is accomplished 
by simple clicks. Combat and 
production are separated into 
turns, so all play and planning 


remains strategic. | 


Most eaulinnd a are a userconhicuranle 
including victory conditions. 


fap papaaty di acincetey” ~— SPECIAL 


| ONLY $23.95! | 
THE ONLY SOURCE FOR COMPUTER : 
AND CD-ROM GAMING! 


STRATEGIES FOR MERCHANT PRINCE AND SUBWAR 2050!! 
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and CD-ROM Entertainment 


DON'T MISS OUT ON 
‘THIS SPECIAL OFFER! 
YES! | WANT TO SUBSCRIBE TO 


Please send me 12 issues for the low price of JUST $23.95 - 


a savings of OVER 50%off the newsstand price! 
Send payment to: Computer Game Review, PO Box 1462, Lombard, IL 60148-9621 


Name 
Address 
City 
State Lip 
Payment Enclosed Bill Me 
Credit Card Orders: Visa MC 
Card Number 
Exp. Date 


T 
Siact 
mA 


ak’ , e | Signature 


For Faster Service, Call: 


Please allow 6-8 weeks for your first issue to arrive. Enclose U.S. Funds Only. All foreign 
orders must be prepaid. Canada & Mexico add $6.00 per year. Foreign $89.95 per year. HCGE 


WINGS OF 
GLORY 
BY ORIGIN 
SYSTEMS 


DEVELOPED BY: 
Onricin Systems 


REQUIREMENTS: 

486, DX2 or Pentium 
RECOMMENDED, SVGA, 
4MB RAM 


Sounbd Support: 
Most MAJOR 
SOUND CARDS 


THEME: 
FLIGHT SIMULATION 


Price: 
$79.95 


Revease Date: 
2nd Quarter, ‘94 


GAME SUMMARY 


PEOPLE HAVE LONG 
BEEN FASCINATED WITH 
FLIGHT. Now YOU CAN 
SEE WHAT IT WAS LIKE FOR 
THOSE BRAVE SOULS WHO 
PIONEERED AERIAL COMBAT 
IN Worto War |. Wincs 
OF GLORY PROVIDES FIVE 
DIFFERENT HISTORICALLY 
ACCURATE AIRPLANES TO 
TAKE INTO COMBAT. EACH 
PLANE HAS ITS OWN 
STRENGTHS AND WEAK- 
NESSES THAT YOU MUST 
DISCOVER. FLY MISSIONS 
OR GENERATE YOUR OWN 
MISSIONS INSTANTLY WITH 
THE BUILT-IN MISSION CRE- 
ATOR. THE BRITISH AND 
AmerICAN Air Forces 
NEED YOUR HELP TO STEM 
THE GERMAN HORDE. 
ENLIST TODAY AND SEE 
WHAT IT MEANS TO BE A 
REAL PILOT WITH REAL 
cuts! 
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There, but for the grace of your 
machine guns, go you. 


In World War I, airplanes were 
used in combat in large groups 
for the first time. Much of the 
details of aerial combat still 
needed to be worked out. 
Bombs had to be hand sighted 
and hand dropped on targets. 
Guns had a tendency to jam at 
inopportune times. Dials and 
instruments that are taken for 
granted today (like altimeters) 
had yet to be installed in some 
planes. The men who fought and 
died in these aircraft were pio- 
neers. Some may have thought 
them foolish, others daring, but 
the final analysis is clear: On 


ot 


After you get back from your mission, have a drink at the bar and relax with your fel- 


REAL PILOTS DON’T 
NEED RADAR. THEY 


JUST NEED GUNS! 


SEE WHAT THE GREAT WAR WAS LIKE FROM 
SEVERAL THOUSAND FEET UP WITH WINGS OF 


GLORY FROM ORIGIN. 


both sides of the war, pilots 
entered conflict as infants and 
left covered in the glory of hon- 
orable combat. 

Now you can see how well you 
would have held your own 
against the pilots who defined 
how war in the air should be 
fought in Wings of Glory from 
Origin. Flying for either the 
British or the Americans, you 
must defeat the German aviators 
bent on crushing British resis- 
tance. This is flying at its purest: 


low pilots. You never know when your turn will be up, so enjoy it while you can! 


COMPUTER GAME REVIEW 


we ay 


Money goes to the war effort, not to 
home improvement. 


no radio, no missiles, no radar. 
Just a machine gun and guts 
stand between you and a fiery 
death. 

Wings of Glory includes five 
historically accurate aircraft 
including the Sopwith Pup, the 
famous Sopwith Camel, the 
SE5A, SPAD XIII and Fokker Dr. 
|. Using an engine similar to that 
of Strike Commander, Wings of 
Glory will display realistic trees, 
clouds and terrain as well as the 
planes themselves. 

As you would expect, you can 
record your missions and view 
them later to help you learn what 
you did right and what went 
wrong. For real seat-of-the-pants 
action, you can generate instant 
missions that allow you to fly 
against any combination of 
enemy planes you'd like. You 
don’t have to limit yourself to just 
airplanes, though. Take down 
balloons and zeppelins to really 
cause some consternation in 
those pesky Boche. You'll never 
look at a biplane the same way 
again! 


Zeppelins—hbig, dangerous and lots of 
fun to destroy. 
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YOUR FAVORITE MAJOR LEAGUE TEAM 
WIN MICROLEAGUE's NEW 
TIME OUT” SPORTS BASEBALL 
WIN A CGR SUBSCRIPTION 


First Prize (1) A Major League Baseball season ticket package to the team of 
your choice, a copy of MEGIROLEAGUE Time Out” Sports baseball and a 
one (I) year subscription to Computer Game Review. 


wee Second Prize (20) An Official MHIGIROLEAGUE Time Out” Sports t-shirt, 
a copy of MIG@IROLEAGUE Time Out” Sports Baseball and a one (1) year 
subscription to Computer Game Review. 


Batting: another great 
Third Prize (50) A copy of MIGIROLEAGUE Time Out” Sports Baseball, Time Out game. Also try 


yr we a one (1) year subscription to Computer Game Review, and an Official Fielding or Sign Calling. 
Is riotous fun MICROLEAGUE Time Out” Sports pin. 


MIGROLEAGUE Time Out” Sports Baseball is a winning combination: hilarious screen savers and grabbers, with 4 baseball games, too. You'll 
love the zany antics of Bernie and his irrepressible dog, Jock. And they'll pop up on your screen periodically to remind you to take a break -- with 


one of the four super-fast and entertaining games in the package. Useful screensavers -- and stress-busting entertainment, too: it’s the new 
Utilitainment™ software for Windows™, and only MIGIROLEAGUE has it. 


Contest Rules: On a postcard, send your NAME, ADDRESS, AGE, PHONE NUMBER and the name of the Time Out Sports mascots to 
TIME OUT SPORTS CONTEST (CGR), 1920 Highland Avenue, Suite 285, Lombard, IL 60148. 


Computer Game Review and Sports Associates, Inc. are not responsible for lost or misdirected mail. One entry per person. One winner per household. No purchase necessary 
to enter. Prizes are not transferable. Season ticket package has a maximum value of $400.00. Winners of Computer Game Review subscriptions currently holding subscriptions 
to Computer Game Review will have their subscription s extended for an additional year. Illegible or incomplete entries are not eligible. Employees of Sendai Media Group, Inc. 
and Sports Associates, Inc. and their families are ineligible to enter. Computer Game Review and Sports Associates, Inc. reserve the right to cancel this promotion at any time 


with appropriate notice. Winners, names and prize information may be used by Computer Game Review or Sports Associates, Inc. for any promotional or advertising purposes 
without further compensation. All entries must be received by August 1, 1994. Void were prohibited. 


BY IMAGITEC 
DESIGN 


DEVELOPED BY: 
Imacitec DesiGn 


REQUIREMENTS: 
386, VGA, DOS 3.1, 
2 MB RAM 


SOUND Support: 
Sounp Buaster, AoLis, 
ROLAND 


THEME: 
AcTION 


PRICE: 
N/A 


Revease Date: 
Summer ‘94 


GAME SUMMARY 


RAIDEN IS THE ARCADE 
CLASSIC BROUGHT TO 
YOUR COMPUTER SCREEN. 
JOYSTICK OR KEYBOARD 
CONTROL IS AVAILABLE TO 
YOU AS YOU ATTEMPT TO 
ANNIHILATE A NEVER-CEAS- 
ING ONSLAUGHT OF ENEMY 
SHIPS AND TANKS. EACH 
LEVEL CONTAINS A VARIETY 
OF OBSTACLES AND . 
IMPEDIMENTS, AND, AT THE 
END OF EACH, YOU WILL 
ENCOUNTER A BOSS MON- 
STER. THESE BOSS MON- 
STERS ARE INCREDIBLY 
TOUGH TO KILL, WHAT 
WITH THEIR VARIED METH- 
ODS OF ATTACK; THEIR 
ARMOR ENCASEMENT JUST 
KEEPS GETTING BETTER 
WITH EACH PASSING LEVEL. 
THE RAIDEN PURIST 
(THOSE OF US WHO 
PLAYED IT IN THE ARCADE) 
WILL WANT TO USE THE 
JOYSTICK FOR REALISM, 
BUT THE KEYBOARD DOES 
AN AMPLE JOB OF DIRECT- 
ING THE GAME AS WELL. 
PREPARE YOURSELF FOR 
THE BIG BOSS MONSTERS 
BY COLLECTING THE VARI- 
OUS POWER-UPS THAT 
COME YOUR WAY. 
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This Raiden has absolutely nothing to 
do with a thunder god. 
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Kill everything that moves. 
Avoid getting killed yourself. 
Welcome to Raiden. Imagitec 
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Fighting takes place in many different 
arenas. 

Design has gone to great 
lengths to preserve the look and 
feel of the original arcade game 
in all its glory and carnage. 
Robotic aircraft and tanks will 
attempt to shoot you from the 
skies as you battle through each 
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| THE KILLING FIELDS OF 


RAIDEN ARE YOURS TO 
COMMAND. 


TAKE TO THE SKIES OVER EXTREMELY HOSTILE 
TERRITORY AS YOU TAKE ON THE ROBOTIC 
FORCES OF EVIL. 


the end. The boss is a vicious 
creature, surviving on artificial 
instinct to preserve itself, and, in 
turn to protect the supreme intel- 
ligence that created and guides 
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Destroy he evil robot aircraft before 
they destroy you. 


it. Dozens of levels of increasing 
difficulty line your path as you 
wend your way through the 
killing fields of mass destruction 
and awesome firepower arrayed 
against you. Death is your mid- 
dle name. 


Animations are meticulously hand- 
drawn. 
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EVOLUTION 
BY IMAGITEC 
DESIGN 


DEVELOPED BY: 
Imaaitec DESIGN 


REQUIREMENTS: 
386, 2 MB RAM, 
VGA, DOS 3.1 


Sounpd Support: 
Sounp Biaster, Aouis, 
ROLAND 


THEME: 
Puzze / ADVENTURE 


| PRICE: 
N/A 


| Revease Date: 
Summer ‘94 


GAME SUMMARY 


USING THE VARIOUS 
ABILITIES INHERENT IN 
YOUR GROUP OF SEVEN 
ADVENTURERS, YOU MUST 
FIGURE OUT THE PUZZLES 
THAT WILL ALLOW THEM 
TO ESCAPE THE MOON 
BASE YOU ARE TRAPPED 
ON IN ORDER TO RETURN 
EACH OF THEM TO THEIR 
OWN TIME PERIODS. GAME 
PLAY TAKES PLACE ON A 
MAP-STYLE BOARD (SEE 
FAR RIGHT, MIDDLE); YOU 
MUST USE YOUR 
RESOURCES WISELY AND 
WELL, IN ORDER TO GET 
PAST EACH LEVEL. ALIEN 
GUARDS INTENT ON YOUR 
CAPTURE WILL TRY TO 
THWART YOU THROUGH 
THE USE OF DEVIOUS PUZ- 
ZLES. TO REITERATE THE 
BODY TEXT AT RIGHT, THE 
KING MAKES A SPECIAL 
GUEST APPEARANCE, BUT 
HE WILL NOT BE JOINING 
YOUR PARTY; AFTER YOU 
FIRST ENCOUNTER HIM, 
YOU UNCEREMONIOUSLY 
DUMP HIM BACK INTO THE 
CRYOGENIC TANK FROM 
WHICH YOU ACCIDENTALLY 
RELEASED HIM. A NICE 
TOUCH, REALLY. 
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And so begins an unlikely alliance of 


_ comrades... 


Evolution looks to be a puzzle 


: game the likes of which we 


haven't seen since The Lost 
Vikings. You start your day as 
Joe Caveman, accidentally wan- 
der onto an alien vessel (aliens 
who are collecting samples of 
humanity from all eras, mind 
you), and get transported rather 
unwillingly to the moon. After 
you overpower the alien guard at 
the moon station (through the 
efficacious method of landing on 
him), you absurdly disregard the 
writing below the big red button 
that reads “DO NOT PRESS.” 
You can’t read anyway. 
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Four of the seven characters you control 
in the game (Elvis isn’t one of them). 


Thus begins the story of 
unlikely human comrades from 
different time periods in their 
quest to get back to where (and 
when) they belong. Your com- 
panions are a ninja, Robin Hood, 
Merlin, a viking, Confucius, and 
King Tut (Elvis will not be joining 
you). Using your various and 
sundry skills, you must some- 
how escape the moon base and 
return to your lives of quiet des- 
peration on the big blue ball 
hanging in the sky above you. 
Good luck and happy adventur- 


King Tut introduces himself to the 
MMU, 


COMPUTER GAME REVIEW 


‘STUCK ON A MOON | 


BASE 25,000 YEARS 


FROM HOME. 


IMAGITEC DESIGN’S EVOLUTION BRINGS LOGIC. 
PUZZLES GALORE YOUR WAY (ONLY AFTER 
YOU’VE BEEN ABDUCTED BY ALIENS, THOUGH). 
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STATE OF THE ART REPORT: SHES +» PARK PLACE: WAS IT RAID OR RESCUE? +» GUIDE TO DIGITAL COMBAT 


=LECTRONIC 


Serious gamers need a serious magazine like THE MAGAZINE OF INTERACTIVE EXPERIENCES 
ELECTRONIC GAMES! : aus 
No one beats Electronic Games' coverage of NG NEW LOOK OF GAMING 
7 ARE REVOLUTIONARY GRAPHICS CHANGING GAMES FOR BETTER OR WORSE? 
every platform from portables to coin-ops. arate 


ELECTRONIC GAMES' critics rely on years of 
playing experience and hands-on game design 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 
ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 
that take you to new realms of electronic gam- 
ing! It's the only place you'll find entertainment 


$3.95/$4.95 Canada/£2.2 


superstars and industry insiders sharing their © meee os 
unique viewpoints while delivering the news i bill i 


and reviews that tell it like it is! 


Get 12 Full Color Issues of EG For Only $23.95! Send Payment 
To: EG, P.O. Box 1502, Lombard, IL 60148-9623 


Name 
Address 
City 
State ZIP 

Payment Enclosed ___ Bill Me 
Credit Card Orders: 

VISA MC 
Card No. 
Exp. Date 
Signature 

For Faster Service, Call: 


THE MAGAZINE 


Make check or money — payable to Decker Publications, Inc. Canada and Mexico add 
$10.00. All others by air mail $80. O00. Any/all checks or mioney orders must be payable in U.S. 
funds, and must be drawn on an American bank. (American Express money order, gl 
money order, or any other yey of check or money order that v would go through a U.S. branch 
bank.) All foreign orders must be prepaid. Please allow 6-8 weeks 


for your first issue. HCG E 


pril, 1994 


CREATING GAMES BEFORE 
DOING HOMEWORK 


CGR TAKES A FEW MINUTES TO TALK WITH GAME 
DESIGNER AND HIGH-SCHOOL STUDENT Avery PACK. 


Many people have the dream of some- 
day creating a new game that PC 
gamers everywhere will want to play. 
Not everyone has the talent or the drive 
to bring that dream to reality. This is one 
of the reasons why Avery Pack is 
unique. Another reason is that now, with 
two computer software products 
released by Villa Crespo Software, 
Avery Pack has just recently turned 16 
years old and Is still spending a good 
piece of his day in high school. We had 
a chance recently to talk with Avery for a 
few minutes after he’d put in a full day 
with the books. . . 


CGR: Where did you get the idea for 
Elements? 

AP: “Elements started about a year and 
a half ago, and it started pretty humbly. | 
didn’t really have a set idea for it; | just 
started designing and went with it.” 
CGR: How did you hook up with Villa 
Crespo? 

AP: “| designed a game called Adven- 
ture Math. A musician friend of mine 
informed me that Villa Crespo was in the 
market for some edutainment titles, so | 
sent it out to them, and they picked it up. 
It was published as a part of the Cookie 
Break Series.” 

CGR: What’s your next project? 

AP: Well, I’m going to take a couple of 
weeks off, first. | was involved in some 
of the aspects of Metamorf, too. 

“There is a possibility of doing some 
additional boards for Elements and we 
may do some work on Metamorf 2.0. 
What Dan Sejzer (President of Villa Cre- 
spo—ed) and | have talked about doing 
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shareware title produced by Avery Pack. 
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AP: “It would have to have a great story, 
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and make the level as complicated as | 
could, and when |’d have somebody 
playtest it, they'd walk right through it 
without going through any of the traps I'd 
made, so I'd have to take the level back 
to the drawing board.” 

CGR: What’s your idea of the ultimate 
game? 
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Elements forces you to think before each move. If you make a wrong step, you could be forced back to 


the beginning puzzle on a level. 


is a straight arcade game with full- 
scrolling 256 high-resolution graphics. 
There’s a good chance I'll be spending a 
part of my summer at Villa Crespo, pos- 
sibly to work on that.” 
CGR: How did you get started in this 
business? 
AP: “I started using a computer when | 
was ten. My older brother had a PCjr 
and he had King’s Quest. | inherited that 
system from him and eventually upgrad- 
ed to a 386SX.” 
CGR: What was your first game? 
AP: “The first commercial product | did 
was Adventure Math, also published by 
Villa Crespo. Before that, | did some text 
adventures that were released as share- 
ware. 
gece CGR: What do you feel are your 
| strong points as a designer? 
| AP: “I don’t like mindless games. | 
4 like games that make me think, 
| so | design games to make other 
| people think. | also like games 
| that have a lot of playability. 
| A lot of thought goes into mak- 
| ing the games. Building the levels 
| in Elements for instance, took a 
| long time. There were some lev- 
mi els that | would work on for a 
week or so. I’d build all sorts of 


The edutainment title Adventure Math was the first non- tricks and red herrings into them 


and it should probably have a big Holly- 
wood face—someone like Harrison 
Ford. I'd like to see an adventure game 
with a lot more interaction; something 
that makes you feel like you are really in 
the scenery. 

“l’d also want a combination of full- 
motion video and animation. FMV is 
nice, but at the moment, there’s no way 
to control full-motion video. You can’t 
interact with it. 

CGR: What are your favorite games? 
AP: “Alone in the Dark, for one, since I’d 
like to be a cinematographer someday, 
and that game had a movie-like feel to it. 
So did Out of this World. | liked both of 
the Prince of Persia games, and I’m also 
a fan of most of the LucasArts adventure 
games. 

CGR: Where do you think computer 
games are headed in the next few 
years? 

AP: “We are definitely headed toward 
virtual reality. | think people at the 
moment are a little disappointed in CD- 
ROM games and the new game systems 
out there. 

“Virtual reality isn’t going to be that 
effective until we have legitimate voice 
recognition. Until you can talk to your 
computer and have it respond, you'll still 
feel like you’re playing a game. 


For those of you playing along at 
home, the time has come to hand out 
the prizes for the Sam & Max contest 
that was in the December CGR. The 
rules were simple—just locate Max on 
several different pages of CGR and tell 
us where you found him. The results 
were interesting—about half of the 
entrants covered themselves by also 
spotting the psychopathic lagomorph on 
pages 40 and 41, an ad for the game. 
While we appreciate the thoroughness, 
spotting Max here wasn't necessary. If 
you put those pages down, you got no 
special treatment. If you forgot, you 
didn't get disqualified. In fact, in writing 
the rules of the contest, we neglected to 
mention that the ad pages for the Sam& 
Max Hit the Road game were not a part 
of the contest. A number of people 
included those two pages on their list of 
nine, omitting two others. In the interests 
of fairness, anyone who sent in a list of 
nine pages that did have a picture of 
Max on them is eligible to win. We hope 
this clarifies our decisions. 

Without further ado, here are the cor- 
rect locations for Max in the December 
CGR. 

1) Page 4, Initialize—A jumping Max can 
be found across from Steve’s name. 

2) Page 26, Master of Orion Review— 
Our bunny-like companion is checking 
out a picture of the game in the lower 
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right-hand corner of the page. 

3) Page 42, Valkyrie Review—Check out 
Max’s head sitting over the disk icon at 
the top left of the page. 

4) Page 72, Hardware Review of Cyber- 
Man—Max doing a Wayne’s World-style 
closeup in a corner of the picture. 

5) Page 94, In The Works—Right above 
the “r’ in the logo. 

6) Page 98, the Contest—We gave you 
this page. If you missed this, you might 
want to get Hooked on Phonics. 

7) Page 116, Preview of Jack in the 
Dark—The ever-talented Max demon- 
strates an earstand at top left. 

8) Page 152, CD-ROM Showcase—With 
apparant glee, or at least psychotic 
mania, Max looks at a picture of Morph- 
man. 

9) Page 162, Game Over—He’s peeking 
up behind the icon. 


The winners of the first prizes, framed 
Original sketches drawn and signed by 
Sam & Max creator Steve Purcell are: 
Mark Marczak of Bedford, N.S., Cana- 
da; Angel U. Perales, Dickson, TN; and 
Lou De Guzman, Laguna Niguel, CA. 

The winners of the second prizes, 
Sam & Max Freelance Police t-shirts 
are: 

Van B. Mahany, Lafayette, IL; Ryan 
White, Whitby, Ontario; Jeremy Gins- 
berg, Dallas, TX; Richard Jameson, 


Cambridge, OH; Ken Fraundorf, Cor- 
vallis, OR; Felipe Huici, Fairfax, VA; 
Brent Disbrow, North Vancouver, 
British Columbia; Betty Strube, Deer 
Park, TX; Matt Traughber, Waveland, 
IN; Edson Lo, Columbus, OH; Wayne 
Arnold, Erial, NJ; Robert Coyy, Ana- 
heim, CA; Anthony Wong, Lemoore, 
CA; Saro Chakarian, Encino, CA: 
Michael Denman, Houston, 1X; Eric 
Hardin, Princeton, TX; Bill Chang, 
Westmont, IL; Christian de Graaf, San 
Diego, CA; Jim Harlow, Wareham, MA; 
Richard Lenz, College Station, TX. 

The winners of the third prizes, Sam & 
Max floaty pens are: 
Russell St. Charles, Reseda, CA; Car- 
olyn Hageland, Calgary, Alberta; Lisa 
Herman, Leawood, KS; Brandon Elder, 
Corpus Christi, TX; Michael Ginsberg, 
Dallas, TX; Mang Hartono, Ames, IA; 
Brandon Tai, Raleigh, NC; George 
Rodriguez, Bronx, NY; Patrick Bowers, 
Knoxville, MD; Judy Wilson, Chicago, 
IL; Kim Persons, Deer Park, TX; Chris 
Kaps, Washington, D.C.; Ben Derr, 
Quartz Hill, CA; Jeremy Kay, Santa 
Monica, CA; Eileen Sellman, Tigard, 
OR; Christopher Gillott, Bellefonte, PA; 
Patricia Molinari, Corvallis, MT; Jason 
Junker, Kettering, OH; Elak Swindell, 
Glennville, GA; Rich Ferri, Jamestown, 
NY; Joseph Streleckis, Rosemont, PA; 
Jim Eikenberry, Chenango Forks, NY; 
Steven Griswold, Rancho Palos 
Verdes, CA; Teddy Spiliopoulos, 
Brooklyn, NY; Kenneth Tam, Boston, 
MA; John Clark, Gardiner, ME; Lloyd 
Whitmore, Gary, IN; Julian Bui, 
Reston, VA; Jimmy Strube, Deer Park, 
TX; Kirk Sellman, Tigard, OR; Mike 
Roll, Vancouver, WA; Colin Richard- 
son, Nanaimo, British Columbia; Karen 
Ginsberg, Dallas, TX; Mark Tai, 
Raleigh, NC; Amber Dew, Oregon City, 
OR; and finally an unnamed gamer from 
Oxnard, CA. 

Congratulations to all of the winners 
and thanks to all who entered. 


NAME_ 
ADDRESS__ 
CITY, STATE 


ZIP CODE : 


TELEPHONE (___ 


1. What is your age? ae ee 
~ a. under 16 ees Se 
be T1241 2 — gd. Over30 


. What is your sex? : 
a. Male _ b. Female 


; Do you t use a personal computer? 
a. At home only | 
b. At work/school only 
c. Both home and work/school 
d. None of the above 


. What type of computer do you use? (Circle all that 
apply) 
a. Amiga — 
b. Apple (Non-Mac) 
c. Atari 
d. Commodore 
e. IBM/Compatible 
f. Macintosh 
g. Tandy/Radio Shack (Non-IBM) 


. What kind of PC do you own? 
a. 286 d. 586 
b. 386 e. Other 
c. 486 


. What is the speed? 
a. 20 Mhz d. 50 Mhz 
b. 25 Mhz e. 66 Mhz 
c. 33 Mhz 


. Which types of games do play frequently? (Circle 
all that apply) 
a. Action/Adventure 
b. Sport Simulations 
¢ Flight Simulations 
d. Other Simulations 
e. RPG's 
f. Puzzle/Board/Gambling 
g. other 


. Where do you buy your gaming software? (Circle 
all that apply) 
a. Office supply store 
b. Computer Superstore 
c. Software specialty store 
d. On-line store 
e. Mail Order 
f. Retail store 
g. Direct from manufacturer 
h. Other 


. Inthe past 12 months, about how much did you 
spend on gaming software? 
a. None d $250-$400 
b. Less than $100 e. More than $400 
c. $100-$250 


. On the average how many games do you buy each 
year? 
a.1or2 c. 6 to 10 
b.3 to 5 d. more than 10 


. What type of software do you use on your 
_ computer? (Circle all that apply) 
a. Database management 
b. Communications packages 
c. Educational 
d. Games 
e. Spreadsheet | 
_ f. Word processing 
_ g. Personal Finance 
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12, “Which of the icllowing accessories do you 
currently own? (Circle all that apply) : 
a. Graphics board 
b. Internal/External Modem 
c.SVGA Monitor 
_d. Sound board © 
_e@. Joystick 
f. CD-ROM drive 
- = Of (ALE RRAAR 
: Which of the foliowing accessories ee you plan : 
on buying in the next 12 months? — 
(Circle all that apply) os 
a. Graphics board . 
b. Internal/External Modem — 
c. SVGA Monitor 
d. Sound board 
e. Joystick | 
f. CD-ROM drive - Po ae 
g. Hard Drive oS ne 


. Do you buy children’ sor Siiseatinal Software? 
Yes b. Nai 


. If Yes, how much software do you buy annually? 
- @ 1103 c.7to 10 : 
—-b. 4to6 d. over 10 . Which of these helps you decide which computer 
: . games to buy? (Circle all that apply) 

. What percent of your hard drive is dedicated to a. Ads on TV. 
electronic entertainment? b. Magazine articles 
a. less than 10% d. 31% to 40% c. Ads in magazines 
b. 11% to 20% e. 41% to 50% d. Word of mouth/friends 
c. 21% to 30% f. over 50% e. Game rentals 

f. Arcades 

. Other than yourself, how many other people use g. Game in store 
your Computer? h. Other 
a. One c. Three 
b. Two d. More than three . Do you buy/subscribe to any of the following 

magazines? (Circle all that apply) 

. Which bulletin board do you subscribe to? (Circle a. Computer Gaming World 
all that apply) b. VG 
a. America On-line d. Prodigy c. PC Games 
b. CompuServe e. Sierra d. Strategy Plus 
c. GEnie f. Private/local BBS e. Electronic Gaming Monthly 


. Play-By-Mail games: . How many people read your copy of Computer 
a. | participate Game Review? 
b. Plan to participate : d. 7-8 
c. Not interested . e. 9 or more 


. Do you have a full or part-time job? 
a. Yes b. No . Which sections of Computer Game Review do 
you read with interest each month? 
. Please circle the letter that best describes your a. Reviews e. Previews 
total annual household income: b. Hardware f. Strategy 
a. under $20.000 c. Add-Ons g. CD-ROM Showcase 
b. $20,000 to $29,000 d. Child Support 
c. $30,000 to $39,000 
d. $40,000 to $49,000 . What do you do with your copy of Computer 
e. Over $50,000 Game Review when you are finished reading 
it? 
. What is the highest level of education you have a. Save it 
attained? b. Give it to a friend 
a. Attended High School c. Discard it 
b. Graduated High school 
c. Attended College . How much time do you spend reading each 
d. Graduated 4-year college issue of Computer Game Review? 
e. Postgraduate study a. Less than 15 minutes 
f. Masters Degree b. 15-30 mintues 
g. Doctorate c. 30-60 minutes 
d. More than an hour 
. Which video gaming system(s) do you own? 
(Circle all that apply) . How many times a month do you refer to your 
a. Nintendo f. Game Gear copy of Computer Game Review? 
b. Super Nintendo e. TurboGrafx a. 1-3 
c. GameBoy g. Neo-Geo b. 4-6 
d. Sega Genesis h. 3D0 c. 7-9 
_ e. Sega CD system i. Atari Lynx d. 10 or more 


Rules: All entries must be received by June 1, 1994. CGR is not liable for lost or misdirected mail. One entry der person. No purchase 

necessary to enter. A random drawing of all eligible entries will be conducted to award the prizes, and the winners will be notified by July 1, 

1994. Prizes are not transferable. Illegible or incomplete entries are ineligible. All state federal taxes, if any, are the responsibility of the individual 
winner(s). All judges decisions are final. All prizes will be awarded. Void where prohibited or restricted by lew. All Federal, State and local laws 
and regulations apply. Employees of Sendai Publishing Group, Inc. and their affiliates are ineligible to ente . Sendai Publishing Group, Inc. 
reserves the right to cancel this promotion at any time with appropriate notice. Winners’ names, likeness ad prize information 

may be used by Sendai Publishing Group, Inc. for any promotional or advertising purposes without furthe ‘compensation. MAY ‘94 
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Explore a new game 
world in the style of 
the Arabian Nights! 


puss 
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PURSE 


"y High magic and dark deeds 
reign as you face the evil Genie 
Lords in a quest to restore your 
family honor! A complex, pre- 
generated character grants you 
quick entrance into the all-new 
AD&D* AL-QADIM" game world. 
Encounter genies, sinister sor- 
cerers, wise hermits, and many 
more mysterious beings, each 
with their own secrets and 
challenges. Use magical items 
to face the challenge of real-time 
combat and puzzle solving. And 
savor a tightly woven story line % 
that’s enhanced by grand 
cinematic musical themes 
— all in the exotic new 
AL-QADIM game world! 
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IBM 256-color VGA Displays 
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TECH SPECS 


Requirements: 
386/25, 4MB RAM, 
VGA 


Sound Support: 
Sound Blaster, 
AdLib, Roland 


Controller: 
Mouse & keyboard 


Available for: 
PC and compatibles 


Designed by: 
Bethesda Softworks 


Distributed by: 
Bethesda Softworks 


GAME SUMMARY 


You must defeat the 
Imperial Battlemage 
and rescue the 
emperor from 
imprisonment in 
another dimension. 
With the aid of the 
sorcerer’s appren- 
tice, collect all eight 
pieces of the Staff 
of Chaos to achieve 
this. 
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The Imperial Battlemage, 
Jagar Tharn, has opened an 
inter-dimensional gate and 
imprisoned the emperor, Uriel 
Septim VII, outside your dimen- 
sion; he now sits on the imperial 
throne using the visage of the 
emperor. Ria Silmane, his 
apprentice and your tutor, has 
been killed. You have been 
imprisoned, apparently because 
Jagar Tharn believes you are 
not, and will never be, strong 
enough to defeat him. You must 
escape your cell and prove to 
him the dire mistake he has 
committed in letting you live. 

Arena is the world to which 


SPELLSWORD, 


NIGHT=BLADE, 


BATTLEMAGE, THIEF. 


THE WORLD OF ARENA IS FRAUGHT WITH PERIL. 
DEFY THE ODDS OF GETTING GRUESOMELY 
KILLED BY LEARNING SOME SIMPLE TECHNIQUES. 


A character with good general skills 
beats a specialist every time. 

you have been born, and that 
world needs you now. You must 
travel her lands, seeking the 
knowledge which will point the 
way to each of the eight pieces 
of the Staff of Chaos; it is the 
Staff alone which will allow you 
the power needed to open the 
inter-dimensional gate and 
retrieve the emperor. Only then 
will Jagar Tharn be exposed for 
his treachery. 

The beasts you will encounter 
are varied; the magic at your 
control is limited. You must learn 
to fight wisely, using the proper 
combination of physical and 
arcane. Here, then, is a guide to 
defeating the most powerful of 
the monsters, as well as a tutori- 
al in the ways of magic both lia- 
uid and spoken. For this guide, | 


Liches are not nice people, being essentially undead 20+ level wizards who have 
used their magic to artificially extend their lifespan. 


COMPUTER GAME REVIEW 


have chosen the character class 
of Bard, a thief with skills in com- 
bat as well as magic, of the race 
Khajiit, who, being descended 
from a feline-like ancestry, are 
exceptionally fast and agile. 
Other general classes will be 
mentioned as well. 
GO} : 
Golems come in three flavors: 
ice, stone and iron. Spellcasters 
will have the easiest time with 
ice golems, while warriors will 
dispatch iron golems quickest. 
Obviously, the lower your skill 
level, the harder it will be to beat 
these monsters. However, it can 
be done. If you take on an ice 
golem at level 4 (as | did), expect to 
die a lot. Spells, potions or magical 
items you should carry into bat- 
tle should include wizard’s fire, 
invisibility, and, of course, healing. 
Prior to combat, use an invisibili- 
ty potion or spell, then throw wiz- 
ard’s fire four or five times. At 
this point, any ice golem will beg 
for mercy; finish him off with 
quick attack and retreat tactics. 
lron golems and stone golems 
are a bit more troublesome for 
mage-class characters; your 
spellbook should include spells 
for invisibility and continuous 
damage (health) or explosion. 
Warrior classes should use an 
invisibility potion and then hit- 
and-run tactics. An interesting 
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Ice golems will wilt under the heat of 
fire attacks. 


Turn stone golems’ own magic against 
them. 


effect should be watched for: 
because golems are essentially 
inanimate matter that has been 
animated magically, their being 
is suffused with a magical aura. 
As your weapon strikes home, 
their bodies will sparkle as you 
cut through this aura. It’s really 
quite pretty. 


DEVONS 


Although there are several 
variations on the general theme 
of daemons, fire daemons 
deserve special consideration 
due to their unique abilities. 
Because they are not fooled by 
invisibility spells, another type of 
spell is required: purification. 
Although the main purpose of a 
purification spell will heal you of 
any type of malady (disease, 
poison, etc.) it will also desig- 
nate you as a non-target. What 
this means is that, if successfully 
cast, an opponent will ignore you 
until you strike it. Fire daemons 
also cast some rather potent 
spells, so a good spell reflection 
or absorption spell will be handy. 
Since they are incredibly magi- 
cal, most spells won't hurt them; 
fire spells do not affect them at 
all. The only way to kill them is 
to have the best armor and 
weapons you can find, and plen- 
ty of heal spells. Stand close 
and whack them until they are 
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Liches are wizards who have 
attempted to cheat death by pro- 
longing their life through spells 
and such. Eventually they turn 
into something akin to the 
undead. They are immune to 
most types of weapons; attack 
only if you’re carrying something 
made of mithril or better. Since 
they regenerate, they can come 
back from a fatal hit to haunt you 
again. They have all the powers 


of a 20th+ level mage, so you 
are cautioned against magical 
attack (their spell absorption 
capability will enable them to 
use your Own spell points 
against you). Don’t bother with 
invisibility spells, as liches will 
not be fooled. Purification spells 
will get you into the room with a 
lich, but they won’t last you. A 
lich will attack you once you are 
inside his sphere of influence, 
non-target or not. Prior to com- 
bat, you are advised to activate 
a spell absorption spell, as well 
as a resist shock spell (liches 
are very fond of lightning-class 
spells). Also, fortify your strength 


Fire spells will do very little damage to 
fire daemons. Stand and deliver! 

and willpower with potions or 
spells. If you are carrying cheap 
armor that happens to raise your 
willpower (rather than signifi- 
cantly lowering your armor 
class), you are advised to use it. 
Liches do not have great 
strength, so they will attack you 
magically whenever possible. 
Note that this rule is not the 
same for the weapon you equip; 
a non-magical ebony saber will 
do much greater damage than a 
mithril saber of willpower. 
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WAMEIRES 


A rather traditional creature of 
the night, upper-class and well- 


Vampires cast safticifatl Seetructive 
fire spells. Fight fire with fire! 

to-do, vampires are often seen 
wearing only the finest in 


evening apparel. Don’t be 
fooled, though. They'll cut you to 
ribbons and drink your blood 
before you can say “Wait a sec- 
ond.” When dealing with these 
monsters, be certain to equip a 
weapon made from silver, as 
these will do double the dam- 
age. Due to their high intelli- 
gence, they possess the natural 
ability to command other crea- 
tures, including yourself. Since 
they see through invisibility 
spells, don’t bother with one. 
You should move in on them 
quickly and stay there, hitting for 
all you’re worth; vampires will 
regenerate their health points if 
given a breather. Make certain 
you reinforce your willpower 
before battle, as vampires will 
cast spells almost continuously. 
A spell reflection spell will help, 
but don’t rely solely on it. If you 
have a strength spell or potion, 
use it prior to combat. My only 
other advice is that, even if your 
situation becomes dire, don’t 
run. The vampire is much faster 
than you could ever hope to be, 
and there’s always the possibility 
of getting in that crucial critical 
Strike that will defeat him. 
Beware of the vampire’s ability 
to rise from the dead. 


Although iron golems are the most visually fearsome creatures in Arena, they will 
crumble under a fast and furious onslaught of strength and cold steel. 
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A SPELLBOOK 
PRIMER 


lf you are nota 
magic user, feel 
free to skip this sec- 
tion. Otherwise, 
here is a list of the 
most useful spells 
you can make (in 
Spellmaker). First 
and foremost is a 
good spell refection 
spell. Since you 
won't really need 
this spell until you 
get to about level 
nine or ten, set the 
chance to about ten 
percent and the 
percent per level to 
five. Duration 
should be two 
rounds per level. 
This will give you an 
effective reflection 
capability of sixty 
percent at level ten. 
Secondly, carry an 
invisibility spell; this 
will fool all monsters 
except vampires, 
fire daemons, and 
liches. Set it for ten 
rounds plus one 
round per level. A 
spell to destroy 
walls is a good 
idea, too, as it will 
dramatically shorten 
the distance you 
must travel in any 
given dungeon. 
Don’t bother with a 
spell that will 
destroy more than 
one section ata 
time, as this can 
place you in a per- 
ilous situation 
before you are ade- 
quately prepared to 
deal with it. While 
you may not use it 
often, a spell to 
damage health is 
handy in some 
instances. Set it for 
ten to fifteen points 
of damage plus ten 
to fifteen additional 
points per level. 
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Dirty TRICKS 


lf you are a magic 
user and you’ve run 
into an enemy who 
you can’t defeat, 
and you're tired of 
restoring your 
game, here is a tip 
guaranteed to help. 
Make a spell that 
will destroy one 
section of floor. 
When you 
encounter the critter 
you just can’t seem 
to get past, destroy 
the floor beneath its 
feet. If a monster is 
standing in mid-air, 
he cannot move 
toward you. You 
can then move back 
and destroy it from 
a distance. 


ARMOR AND 
WEAPONS 


To obtain the best 
weapons and 
armor, visit each 
and every armory 
you Can in every- 
town you're in. The 
lands of Morrowind 
and Black Marsh 
make the best 
ebony, magical 
weapons and armor 
due to the nature of 
their inhabitants. 


Do UNTO 
OTHERS 


As they say, prac- 
tice makes perfect. 
Getting royal quests 
is difficult if you do 
not have a certain 
social standing. 
Once you reach 
level seventeen, 
most fiefs will give 
you quests auto- 
matically. Until then, 
take as many lesser 
quests as possible 
to build gold and 
experience. 
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LAN are ‘not easily clas- 
sified. They are creatures who 
have been conjured by a high 
level wizard to guard an area 
from intruders; their being is 
made up of a combination of 
spells and parts of various minor 


daemons. Because of their abili- 
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Homunculi are nasty little > ee “Wek 
unlike a strong magical pigeon. 


ty to fly, you will often encounter 
them guarding passageways 
rather than rooms. They aren’t 
particularly bright, but they are 
pretty hardy and pack a mean 
magical and physical wallop. If 
you run into them with no spells 
in effect, the only thing you can 
do is run right at them and start 
hacking. They are incredibly 
fast, and the spells they cast are 
extremely dangerous. They can 
fire off up to five magical bolts 
per attack if you haven't closed 
with them; this will kill you dead 
if your endurance and armor 
isn’t up to snuff. The best way to 
fight them is to enable an invisi- 
bility spell, and then either close 
and strike or (if you’ve got spell 
points to spare) hit them with 
your best magical attack from a 
distance. If you’ve acquired a 
spell reflection spell, arm that 
either before or during the first 
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part of battle. Their magical 
attacks usually (if reflected prop- 
erly) will kill them in six to ten 
shots. If you are not a magic 
user, your best bet is to either 
run very fast in the opposite 
direction, or attempt to sneak up 
on them (or past them) after 
ingesting a potion of invisibility. 
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Medusa are half woman, half 
snake, and all evil. Their special 
ability is a paralysis spell that 
Can overcome even the most 
powerful magical resistance. 
Once you are paralyzed, they 
will move in for the kill; their 
strength is at least 1.5 times as 
great as an iron golem’s. If you 
do not have an anti-paralysis 
spell, be sure to stock up on 
potions of Free Action. lf a 
medusa has no way to get to 
you in a room (e.g., there is 
chasm, water, or lava between 
you), you can get past them sim- 
ply by waiting until the paralysis 
spell wears off and then moving 
until another one hits you. While 
this is not particularly fun, it is 
better than getting killed. 
Medusa cannot see through 
invisibility spells, so this makes 
an effective defense. They are 
very tough, so if you are going 
into battle against one, fortify 
your strength with a potion and 
make certain you have some 
method of fie anes 
JAGARGIHARN 
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Because Arena is an open- 
ended game, Jagar Tharn may 


not be the last enemy you 
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You would do well to dcasher that Jagar Tharn was given the position of Imperial 
Battlemage based on his abilities rather than his popularity. 


Half woman, half snake, and all mean- 


ness and loathing. 


encounter, but he is far and 
away the most powerful. If you 
have classed your character as 
a warrior, you will not stand a 
chance against him unless you 
have acquired some extremely 
powerful magical artifacts. Jagar 
Tharn can be hit by weapons, 
but only if your speed and agility 
are incredibly high (98+ for 
both). He is the proverbial six 
million dollar man: he’s better, 
stronger and faster than you 
could ever hope to be. However, 
just like Steve Austin, he does 
have his weakness: he cannot 
mentally overcome the power of 
a potion of purification if you stay 
at least one square away from 
him. Make sure you bring plenty 
of these potions with you, since 
they will designate you as a non- 
target. For warrior classes, | rec- 
ommend getting the strongest 
bow you can find; this will give 
you the advantage of distance. 
Be forewarned however, that no 
matter what your class is, Jagar 
Tharn will still launch magical 
attacks against you even if you 
are a non-target. Magic users 
should follow essentially the 
same advice as warriors: fight 
from a distance, and only after 
you have set up a spell-reflec- 
tion- spell and a non-target spell. 
Fire spells seem to work well 
against him; the lowly Fire Dart 
spell which you start the game 
with will do an incredible amount 
of damage once you achieve a 
level of seventeen or better. | 
can’t recommend going into bat- 
tle against Jagar Tharn unless 
you are level twenty or better, 
though; anything less seems 
premature. And remember, to 
get to Jagar Tharn, you will have 
to get past many levels of his 
most powerful minions. Due to 
this, (if you are a magic user) 
stock up on potions of Restore 
Power; | took 150 of them into 
the imperial palace, just to be 


sure. -Ted Chapman 
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TECH SPECS 


Requirements: 
386 or better 
4 Meg RAM 
VGA 

Hard Drive 


Sound Support: 
Sound Blaster 
and compatibles, 
MIDI supported 


Controller: 
Keyboard, Mouse 


Available for: 
| PCs and 
| compatibles 


Designed by: 
id Software 


Distributed by: 
FormGen 


GAME SUMMARY 
Pit blazing 
weaponry and 
naked chutzpah 
against the 
legions of Hell. 


“Sure,” you're thinking. “What 
kind of strategy guide can be 
written about DOOM? It’s a shoot 
or be shot action game. Unless 
you reveal the cheat codes or the 
locations of secret doors, what 
can be said?” 

Plenty. The pursuit of DOOM is 
not only a pursuit of mindless 
violence (although let’s not deny 
its fleeting joys). Quick reflexes 
are your savior, it’s true; but 
quick reflexes get quicker if they 
are trained properly. True mas- 
tery of DOOM comes not when 
you've found every secret nook 
and hidden cranny and know 
about every ambush ahead of 


GOING TO HELL IN A 


HEAVILY ARMED 


HANDBASKET. 


TAKE OUT THE DAMNED, THE UGLY AND THE 
DAMNED UGLY IN A HAIL OF GUNFIRE WITHOUT 
LEAVING IN MORE THAN ONE PIECE. 


knowledge that won’t be dis- 
pensed here. Most of the fun of 
DOOM is. discovering these 
things for yourself. 

So what’s left? Tactics, both 
specialized and general. The 
Shotgun Overrun. The Chainsaw 
Lunge. The Parabolic High- 
Speed Screaming Panic. While 
everyone has his or her own per- 
sonal preferences, there exist 
certain common threads of 
advice that can increase your 
demonic body count consider- 
ably while reducing the amount 
of blood you lose. 


DEFENSIVE 
TAGTIOS 


These should be your first pri- 
ority. Always choose self-preser- 
vation if you’re given a choice. 


der caresses of your Shotgun have rendered him a little more pliable. 
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time. That's exactly the kind of 


You have two primary advan- 
tages: toughness and speed. 
Learn to maximize these and 
you'll rarely be hearing that death 
scream. 


TOUGHNESS 


You're tougher than anything 
walking down here except for a 
Baron or a Boss Demon. Relish 
this: it gives you a decent margin 
for error. This doesn’t mean that 
you should wander blissfully 
around, laughing at all incoming 
fire, unless you’re playing on a 
wimpy difficulty level. The upshot 
of this is: don’t panic (well, most 
of the time. See below.). You can 
Survive a reasonable amount of 
punishment before you should 
really get worried. Whatever you 
do, don't give up just because 
youre under a little fire. You can 
take it long enough to give it back 
with interest. 

SPEED 

You are unbelievably fast. You 
can outrun Demons with con- 
summate ease, and dodge any- 
thing up to gunfire with flair and 
flamboyance. This is your prima- 
ry defensive capability. Don’t let 
your armor degrade from taking 
hits that you don’t need to. 

There are two keys on your 
keyboard that will save you the 
most time, pain and trouble if you 
learn to use them well. The first 
and most important is the Alt key. 
l've watched too many players 
stand blithely, taking far too 
many hits as they stand and 
shoot without moving. That tactic 
doomed British troops in the 
Revolutionary War, and it'll doom 


you here too. Dodge, you fool, 
dodge! It isn’t necessary to move 
far, or quickly. But you’d be sur- 
prised at exactly how much lee- 
way you've got on how little dis- 
tance you have to dodge. Just try 
it. Slip even a single apparent 
foot to one side, and you're 
missed by the fireball. 

In fact, that’s the only way you'll 
ever kill a Baron of Hell. Stand 
and fire until he unleashes a 
green ball of Hellfire. Then slip a 
mere two apparent feet to one 
side (leaning in your chair helps 
too), and stand and fire again. 
Repeat as necessary. | realize 
that accuracy isn’t the best dur- 
ing a running game; that’s why | 
dont recommend moving con- 
stantly. Just don’t stand still all 
the time. 

The other, massively important, 
key that you should use is the 
down key. That’s right—backing 
up. A well-developed fighting 
withdrawal will serve you better 
than a BFG-9000 in most situa- 
tions. You see, none of the bad 
guys are anywhere near as fast 
as you are. Back up at a run, and 
fire away. It’s the best way to 
drop a Demon or Spectre, and 
you want range on just about 
anybody. Backing up while slid- 
ing and shooting is the number- 
One ambush avoidance tech- 
nique. 

The number-two ambush 
avoidance technique, one that | 
have often used to great effect, is 
the Parabolic High-Speed 
Screaming Panic. Its execution is 
simple. Just after stepping on the 
pressure plate that causes about 
fifty demons to be dumped in 
your lap, turn and run wildly, 
screaming all the while. Firing a 
shotgun blast or two at random 
also seems to help get some of 
the slower-witted monsters’ 
attention. Dash madly towards 
the nearest (hopefully open) 
doorway. If possible, try to run in 
a slight arc, as it encourages the 
pursuing bad guys to stretch out 
in a string and hurt each other 
rather than you. Once at the 
doorway, spin and hold position, 
firing calmly and sweating pro- 
fusely. This reduces your neces- 
Sary firing arc as well as eliminat- 
ing the possibility of getting 
flanked, which is the easiest way 
to die in a horrible manner. 


OFFENSIVE 
TAGTIGS 


While everyone has his or her 
own preferences as to the best 
way to turn rampaging demons 
into pasty red mulch, there are 
tactical considerations as to their 
use. Anyone who has ever eaten 
a Rocket Launcher backblast or 
been sucked into a pile of 
Spectres by the Chainsaw’s tug 
will appreciate this advice. 


e 


The Shotgun is your number- 
one ally. This is the default 
weapon to use. At medium range 
(10 to 20 apparent feet) it’s got a 
kick that’s lacking in all but heavy 
weaponry. Its knockback will 
keep a Cacodemon from firing at 
you and hold a Demon off long 
enough to fire again. At long 
ranges, it’s got a spread that will 
wound two or three close-packed 
Humans or Imps. Ammunition is 
relatively plentiful. The only 
drawback is the time needed to 
pump between shots. 


The Chaingun is a handy 
weapon for certain situations. 
Use it when attacked by: a room 
full of weak enemies, a single or 
series of single Demons or 
Spectres or a Cacodemon. Use it 
also when you’ve got 400 bullets; 


its the easiest to reload. In all 
other applications, its damage- 
time ratio is too small to use pref- 
erentially. 


The weapon of choice for 
Baron-killing. Don’t use it in 
enclosed spaces, and don’t use it 
frivolously. You'll never have 
enough ammo for it anyway. It'll 
splat anything less than a Baron 
in two hits or less. 


The Plasma Gun is not as pow- 
erful as many people think. In 
fact, it does only slightly more 
damage than the Chaingun. Its 
advantage lies in a higher rate of 
fire, both dedicated and spray 

g fire. Ammo is very 
rare, however. 


The BFG-9000 is the king of 
the guns. It'll blow down Humans 
for about 75 apparent feet, 
explode barrels in this radius, kill 
anything short of a Baron and 
never do a drop of backlash 
damage to you. However, just try 
to find this gun without a cheat 
code. Also, there’s nowhere near 
enough ammo to fire the thing as 
much as you'd like. For certain 
situations, however, it doesn't 


get better than this. 


Not the vision you want to see. Better jam a Shotgun or a Chainsaw in his mouth 
quick, or you'll end up stuffing his gullet with your intestines. 
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CHEAT CODES 


Yes, there are 
cheat codes that 
Can give you invul- 
nerability, plenty of 
ammo and all the 
weapons, your 
choice of power- 
ups, etc. You can 
simply type these in 
at any point in the 
game and breeze 
through the whole 
flippin’ game with- 
out breaking a 
sweat. Then you 
wonder why every- 
body is so hyped 
about this Doom 
game when it’s 
easy. SO, as you've 
probably figured 


| out, | won’t give you 


the cheat codes. If 
you really feel the 
need to ruin the 
whole tense and 
atmospheric experi- 
ence of the game, 
you can get the 
codes quite easily 
by asking anybody 
else who’s played it 
or by checking in to 
any BBS. Win the 
game without them 
first, please. Using 
the cheat codes is 
an insult to the 
game and your own 
capabilities. 


SOUNDS 


After you’ve com- 
pleted the original 
game, consider 
adding in the 
hacked sound file 
editor as done by 
Bill Neisius. 
Download it from 
many BBSs or the 
Internet, and enjoy. 
It adds a new slap- 
stick dimension to 
the game, as does 
the Barney patch, 
which reveals the 
true villain behind 
your plight. 
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EVERYBODY 


Lenos A HAND 
What’s the best 
way to kill off some 

demons? Have 
them do it them- 
selves! Not only do 
the ravenous 

_ denizens of these 

’ places not like you, 
they also don't like 
each other much. 

_ Take advantage of 
this when you can. 
Humans will even 
fight amongst them- 
selves if given the 


opportunity. Multi- 


' demon ambushes 
can even become 
fun if you follow the 
proper advice. Try 
to get the demons 
chasing you ina 
narrow path. Due to 


ie the way they'll 


» chase you, it does- 
» n't matter if you’re 


= ina large room ora 


tight corridor. Just 

| back away and 
keep maneuvering 
so that shooting 
demons keep firing 
at you, and inter- 
vening demons 
keep taking the hits. 
They'll get very 
angry and start 
attacking the hap- 
less guys behind 
them. This tactic is 
not always reliable. 
It doesn’t work on 
members of the 
same species 
(except Humans) 
and you'll have to 
pick your shots with 
care, since shooting 
an enraged demon 
will cause him to 
come back after 
you. Also, the 
Barons of Hell are 
difficult to entice 
away from extermi- 
nating you, as are 
the Demons. They'll 
often have to be hit 
multiple times 
before abandoning 
their posts. 
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FEB iroy or Hew 


Nearly impossible to kill 
without using plenty of heavy 
ordnance. Their worst 
aspect (in addition to the 
green fire they hurl which 


CGACODEMON 


Can atack from odd angles 
due to flight ability. They can 
absorb almost as much pun- 
ishment as a Baron, but are 
more easily hit. It can take 


« 
SPECTRE 
Are really just Demons 
who are hard to see; they 
also possess much more 
cunning. Beware of these 
in darkened rooms. In a con- 


DEMON 


Demons are constantly in 
motion and attack in simple 
patterns that aren’t always 
understandable or intelligent. 
Don’t underestimate the 


IMPs 

Probably the most com- 
mon enemy on the harder 
levels. Intimidating at first, 
they quickly become pedes- 
trian. Their fire bursts are lin- 


Are your friends. Rejoice 
when you~ see_ them, 
because that means you can 
reload your Shotgun from 
theirs. However, don’t be too 


Are window dressing. A 
single Shotgun blast can kill 
two easily. The real benefit 
to having them around is 


can do 30-50 points of 
health damage) is the fact 
that unlike most other 
demons, a Baron can attack 
while being hit, rendering the 


seven shotgun blasts or 
about 30 Chaingun shots to 
kill one. Plasma attacks are 
your best bet. Their 
Lightning balls are as easily 


(kA Dratn Bans, BEHoLpErs) 
dodged as an Imp’s attacks, 
and just as easily teased 
into hitting other opponents. 
Kill Cacodemons last 
because of this. 


(AKA INVISIBLE Docs, Suapow Demos, Guost Dinos) 


fused melee, Spectres can 
be deadly if you lose track of 
their position; it’s therefore 
best to open up with whatev- 
er you've got in hand as 


(AKA Dumox Docs, Finos, Sparky, Butnpogs rrom Wr) 


damage they can do, howev- 
er, or their penchant for 
flanking you at high speeds. 
Retreat through doorways 
and narrow halls in order to 


Lost Sous 


These incredibly stupid creatures 
will float about aimlessly until they 
happen to notice you, at which point 
they charge inaccurately to bite and 
burn you. Keep them at range. They 


ear and predictable; try to 
trick them into hitting a 
Demon or Human with their 
shot provoking a furious 


battle. The Shotgun will kill 


[Forner Human Serorayts 


blase about their threat. 
Gunfire is impossible to 
dodge and Shotgun blasts 
hurt. Accordingly, kill them 


first in a multi-demonic bat- 


BYonwme Henan Mirves 


that they all carry ammo 
clips. Ignore these guys ina 


‘multi-demonic battle; maybe 


somebody else will hit them 


soon as possible. Like 
Demons, Spectres will go 


down with two or three well-f : : 
aimed Shotgun blasts; aim 


well at these speedsters. 


(aka Mivotavrs, Boss Demons, Barveys) 
Chainsaw useless. Attack at 
range with at least five 
Rockets; otherwise, it’s 
about 12 Shotgun Blasts or 
too many Chaingun rounds. 


engage with a Chainsaw. 


Never, ever, ever fight more} 


than one at once. A 


Chaingun barrage will alsomy 


keep them nicely at bay. 


(AKA SKULLS, Guost Ripers) 


tend to run in packs, so using the © 
Chaingun or Plasma Gun is your 

best bet to keep them away. The 
Shotgun’s knockback can easilyf™ 
destroy them as well. 7. 


(AKA Sprrrers, THorns, Movkny Boys, Svorkiers, Pavtsness Wonpers) 


them with one shot at close 
range. For entertainment 
value, haul out the Chaingun 
and make ‘em do a funny 
dance. 


(AKA Toven Grys, Suorevys) 
tle, unless you can trick 
them into fighting other 
demons. A single Shotgun 
blast will lay them out. 


(AKA MEAT, GROUPIES) 
and start a (brief) altercation. 
Just Chaingun a whole room 
full of them, or explode bar- 
rels near them. 


i | -Kevin Perry 
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TECH SPECS 


Requirements: 
VGA, 2MB RAM, 
hard drive 


Sound Support: 
Most major 
sound cards 


Controller: 
Mouse 


Available for: 
PC, PC CD-ROM 


Designed by: 
Sierra On-Line 


Distributed by: 
Sierra On-Line 


GAME SUMMARY 


Evil voodoo killers 
stalk the streets of 
New Orleans. As 
writer's cramp 
afflicted novelist 
Gabriel Knight, you 
must discover the 
secret behind the 
ritual killings as well 
as the secrets of 
your own past. 


Knight's journal. . . 


i) 
Darkness covers the city of 
New Orleans. This cloud keeps 
people in their houses at night, 
afraid to leave. Upon wakening, 
citizens fear the news regarding 
the Voodoo Murders, killings 
apparently related to a local cult 
of worshippers. The police are 
convinced that nothing more 
serious than drug warfare is the 
reason. Only one man, a block- 
ridden writer with a failing busi- 
ness can rescue the people of 
New Orleans and lift the curse of 
the Sins of the Fathers. The fol- 
lowing story is culled from Mr. 


Ever since | started working on 
the book about the voodoo mur- 
ders, l’d been having night- 
mares. True, | was following the 
case that was happening right in 
front of my eyes in and around 
my French Quarter bookstore, 
St. George’s Books, and | did 
have an in with the local PD, 
what with my pal Mosely, but it 
was still disturbing me. | left my 
room for some coffee, and my 
assistant Grace was sitting at 
the desk waiting for any potential 
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STRUGGLING AUTHOR 
SOLVES VOODOO 
MURDER CASE! 


How Gasritl KNIGHT GOT AROUND New 


ORLEANS WITHOUT FALLING PREY TO THE 


customers, not that we ever had 
any. 

While | was up | figured | might 
as well get any phone mes- 
sages. Seems | had a bunch. 
Grandma called (| really should 
get out to see her more often), 
Mosely claimed he had some 
photos for me, and some guy 
named Ritter in Germany want- 
ed me to call him back. Fat 
chance of my calling internation- 
al at those rates! 

| putzed. around the office for a 
few minutes—read through a 
couple of books, one on snakes 
and the other a book of German 
poetry by a man named (in a 
stroke of synchronicity) Heinz 
Ritter. | couldn’t make much of 
the poem | read, something 
about three dragons fighting in 
his sleep. | also glanced through 
the newspaper. 

Since | was going to see 
Mosely and since | hoped to visit 
a crime scene, | grabbed the 
magnifying glass and the tweez- 
ers off the table. | also grabbed 
a coupon from the cash register. 
Who knows? Maybe | could 
drum up a little business while | 
was out. 

| went to Gran’s first. | hadn't 
seen the old girl for awhile, so 
we did a little catching up. We 
talked about her husband and 
my parents, all of them now 
gone. I’d forgotten that Gran’dad 
came from Germany. Gran told 


feelings aren't mutual. 


Gabriel thinks the world of Grace, but 


UNSPEAKABLE HORRORS OF VOODOO... 


me that he wrote poetry in his 
youth. | told her I'd visit the fami- 
ly tomb at St. Louis Cemetery. 
The main reason | went to 
Gran’s was to go through some 
of my father’s stuff in the attic. | 
found a sketchbook of his art; 
weird, creepy stuff. | also found 
an old clock with fanciful pictures 
on it. The day had been filled 
with such incredible synchronici- 
ty—the German poems, the 
phone call from Germany, that | 
decided to try something. | 
turned the hands to three, 
moved the dragon to the top of 
the clock and turned the key. I'll 
be damned if a drawer didn’t pop 
out of the clock! Inside was a 
picture of Gran’dad and a letter 
in German. | couldn’t read that, 
but the word Schattenjager kept 
repeating. | asked Gran about 
that and she said her husband 
had said it a lot in his sleep. | 
also asked her about Heinz 
Ritter, and she told me that that 
was Gran’dad’s name before he 
came to America! 


| went by the police station 
next to see Mosely. He wasn't 
in, but he’d left me a package at 
the front desk. When | opened it 
up, the gruesome picture of one 
of the voodoo victims fell out. If | 
ever get the book done, it'll be a 
doozy. | wanted to clear my 
head, so | decided to walk 
around in Jackson Park. 


the cop kept scaring. me » off. | 
kept walking and thinking. Near 
the cop | saw this mime who 
kept following people around. It 
gave me an idea. | let him latch 
on to me and then paraded past 
the cop. Eventually, the cop got 
so mad that he chased the mime 


off, and | got the details on the 


latest murder scene around 


Lake Pontchartrain. 


| found Mosely there, and after 


meeting the ravishing Malia 
Gedde (down boy!) and after 
Mosely left, | did a little investi- 
gating. | picked up a snake scale 
by the tree, made a sketch of the 
marks on the ground and 
grabbed a handful of clay from 
the lake bed. Then | headed 
back to the police station. 


Mosely let me look at the other 
markings they had found at the 
other murder sights. | wanted a 
copy, but the police can be very 
touchy about evidence and 
such. So, | made up a story 
about wanting an author/cop pic- 
ture for the book. Making an 
excuse about needing to fix my 
hair, | went out of Mosely’s office 
and photocopied the important 
parts of the file, putting the folder 
back on Officer Franks’ desk 
when | was done. 

| went to the voodoo shop 
before going back home for the 
night, and | showed the shop- 
keeper the murder victim photo. 
He said the strangest thing— 
"Cabrit sans cor”—and then 
hushed up. He had a flier for a 
St. John’s Eve party, so | asked 
about that. Then | went home, 
but before Grace left, | asked 
her to look up Malia BOG: 


IRN 


_ information on Malia from Grace, 


— ap . 
oe to the saiiee station, 
| noticed that a repairman was 

Evil sce on the thermostat. 


Mosely’ Ss ‘office. On. cS whim, 1 
played with the temperature. con- 
trol—call me a latent practical 
joker, but. I couldn't resist turning | 


the heat up. This had an instan- 
taneous effect. Mosely doffed — 


his jacket. | asked him for some 
coffee, and while he went to get 
it, | picked his badge off his coat. 
You never know when that will 
come in handy. Mosely didn’t 


have anything new for me, so | 
left and headed for the Gedde 


mansion. 


Once there, | bluffed my way 
in and got a closer look at Malia 
herself. | asked her everything | 
could think of, and when | ran 
out of things to say, | tried flirt- 
ing. She had long since called 
my bluff, though, and she asked 
me to leave. 

| was a little depressed, so | 
went to hang out in Jackson 
Square again. As | walked 
around the park, | noticed an 
artist having a problem with the 
wind. | walked around some 
more and traded the gift certifi- 
cate for my store for a hot dog, 
then gave that to the tap dancing 
kid. He was so grateful, he got 
the artist’s picture for me. | took 
it over to the artist, and as a 
reward, he offered to try and 
reconstruct the patterns from the 
crime scene. | 

While | was there, | went to St. 
Louis’ Cathedral. Not much was 
going on, so | looked around. In 
the priest's room, there was a 
collar and shirt. | felt funny rip- 
ping off a priest, bad karma and 
all that, but there might be a time - 
soon when | would need a quick 


‘disguise. 
| Pwent to the voodoo museum 
| to see what | could see. Once | 
a _ there, | looked around and then 
had a long talk with Dr. John, the 
The feat morning, | got the - 


proprietor. He brought up St. 


- Louis Cemetery and also told 


went Chere next. _— 

Madame Moonbeam \ was a bit 
on the — side, but that w: 
alright. | asked her about 


snake, and she offered to show — 
me how well trained it was.| _ 
accepted and while she danced _ 
with her snake, | took the shed 
_skin sitting in the snake’s cage. | _ 
thought it might be a lead, but it 
looked nothing like the scale | 


ae everything you can. 
found at the murder s scene. _ 


2 | also checker: out the 


Napoleon House as well. as the 
clients. One old guy named Sam 
apparently bought the whole 
voodoo thing, but when | tried to 
talk to him about it, he shoved 


me away to get back to his 
chess game. The bartender told 


me he never won, but he kept 
playing. 

On my way home, | swung by 
the voodoo shop and asked the 
clerk about the animal masks 
used in voodoo ceremonies. He 
told me he used to sell them, 
and the only one he had left 
would cost $100. Too much! 
There was an old woman there 
who seemed really into voodoo. 
| gleaned that her name was 
Cazaunoux. | drove by the 


cemetery on my way home and 
talked to the caretaker. Before 
bed, | asked Grace to do some 
checking on Madame Cazau- 
NOUX. 2 


Ritter called back while | was 
sleeping, and this time he was 


claiming to be a relative, which 


now made some sense to me. 


Grace also gave me the info on 


Madame Cazaunoux. In the 
paper | noticed there was a lec- 


ture on voodoo over at Tulane, 
so | decided to ere | called 
— Ritter. 


Ritter said he was Gran’dad’s 
brother. He also told me he was 
having premonitions of evil and 


BEGGING, 
BORROWING 
AND STEALING 


Since Gabriel 
Knight is an adven- 
ture game, it goes 
without saying that 
you should pick up 
and carry with you 


Some items, like 


Mee the hair gel in 
He Gabriel’s bathroom, 
mee the clay atthe mur- && 
= der scene and all of | 
= the various snake 
| scales you locate 
| may seem a little 


esoteric, but there 
aren't many red 
herrings in Gabriel 
Knight. Pick every- 
thing up and try 
everything out. 
Some solutions will 
make perfect sense 
while others will not 
at first, so keep try- 


ing. 


THe Girt 
OF Gas 


| While Gabriel 


Knight can be clas- 
sified as a graphic 


} walk-around adven- 2 


ture title, the majori- 
ty of the game, and 
much of what you 
must do to succeed, 
is talking to other 
characters in the 
game. More than 
most games of this 
type, Gabriel Knight 
requires lots and 
lots of information. 
As such, you should 
ask everyone you 
meet about every- 
thing you can. It’s a 


= good idea to check 
| most places every- 
§ day if new topics 
s have popped up on 


your list. You never 
know where you'll 
find out some perti- 
nent info. 
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THINGS TO MAKE 
GABRIEL’S DAY 
SEEM BETTER 


Not everything you 
do or everything 
you can do in 
Gabriel Knight 

' advances the story. 


| There are some 


) things that you can 
try just for the sheer 
pleasure of it. If you 
haven't already, try 
some of the follow- 
ing things: 

—Insult Mosely. In 
fact, keep insulting 
| Mosely. He'll come 
up with a retort for 
every one of your 
crude comments. 
—Show the picture 
of the murder victim 
to everybody, espe- 
| cially Gabriel’s 
Grandmother and 
Grace. 

—Ask the tap danc- 
ing kid in Jackson 
Square to dance to 
When the Saints go 
| Marching In. 

| —Try flirting with 
Grace. 

—Ask Mosely for 
coffee every chance 
you get. 


WHAT IS 
VooD00? 


Voodoo is a reli- 
gion practiced 
mainly in Haiti. It 
combines African, 
West Indian and 
Roman Catholic 
beliefs into one reli- 
gion dominated by 

loa, or voodoo 
gods. At the rituals, 
worshippers are 
often possessed by 


_ these loa who then 


control the body 
and usually act ina 
manner normally 
befitting the pos- 
sessing loa. 


went to town. 


and ran away. 


that | should go see him at 
Schloss Ritter in Germany. Like 
hell! He was kind of upset, but 
he promised to send me some- 


thing if | promised to read it. | 


was feeling sort of creepy, so | 
agreed just to get rid of him. 
Grace gave me a phonebook 
page with four Cazaunouy’s list- 
ed. | started dialing and eventu- 
ally found the right one. She 
refused to talk, but | did hear her 
dog going nuts in the back- 
ground. On a hunch, | tried call- 
ing the ad for the vet clinic on 
the same page in the phonebook 
as Cazaunoux’s last name. She 
was a former client, and with a 
little persistence, | got the old 
woman's address. | grabbed the 
hair gel out of my bathroom and 


a Mey 
were 


As | was leaving, the florist 
from up the street pranced in. As 
usual, he wanted to buy my 
father’s painting, and while | did- 
n't want to do it, | sold it to him 
for $100. It hurt, but | needed 
that money! 

First, | picked up the recon- 
structed veve from the artist at 
Jackson Square. Not too far 
away, a fortune teller caught my 
eye, especially when she started 
dancing and wrapped a veil 
around my neck. When she was 
done, | looked at the veil and 
noticed a snake scale on it. | got 
it with the tweezers, but it looked 
nothing like the one from the 
murder scene. When | returned 
her veil, she started telling my 
fortune, then suddenly got up 


Back at the voodoo shop, | 
bought the alligator mask with 
the $100, and the clerk threw in 
a bottle of gambling oil for free. | 
took it even though | don't 
believe in all that hoodoo (spell- 
casting and such) stuff. 

| went by Mosely’s and the 
detective himself was interrogat- 
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ing a suspect. The kid didn't 
seem to know much and | didn’t 
find out anything useful. 

| ran into Malia at St. Louis 
Cemetery #1. I’m in love with 
that woman! | just need time for 
the Knight charm to take over. 

| went by Cazaunoux’s but she 
wouldn't let me in. However, 
when | disguised myself as a 
priest, she was more than willing 
to talk to me, but she wouldn't 
tell me anything until | proved | 
knew what Cabrit sans cor 
meant. | left, promising myself 
that | would return. 

At the lecture at Tulane, the 
professor managed to put me to 
sleep in a few minutes, and 
unfortunately, | had a nightmare 
during his lecture. Afterwards, 
even though | was embarrassed 
by the whole thing, | went to talk 
to him about the véve drawing. 


He seemed interested, and he 


was a wealth of information. He 
promised to study the drawing 
and told me he’d get back to me 
in a few days. He also (finally) 
knew the meaning of Cabrit sans 
cor and was willing to share his 
knowledge. 

| went back to Cazaunoux’s 
and armed with my knowledge, 
found her to be a wealth of info. 
She asked me to bless a 
bracelet for her, so | did. While | 
was at it, | made an impression 
of it with the clay | picked up by 
the lake. 

On my way home, | stopped 
back at the Napoleon House. 
Sam and Marcus were playing 
another game of chess. | took 
pity on poor Sam and offered 
him the gambling oil, which he 
took. Miracle of miracles, he won 
his game. He was so grateful 
that he offered to cast a bracelet 


from the mold | made. 


Back home, | was getting 
ready to sleep when Malia 
Gedde showed up. | slept better. 


Malia left before Grace 
showed up, which was just as 
well. When Grace did show up, | 
asked her to research the véve 
drawing | had. Before leaving | 
read the paper. 

Sam had my bracelet made, 
and it looked just like the original 
one owned by Madame 
Cazaunoux. He told me that he 
and Marcus were leaving town 
since Marcus had promised him 
a trip around the world should 
Sam ever win a game of chess. 
In my drive around, | stopped at 
the Jackson Square Overlook 
and fiddled with the binoculars. 
The drummer who always hung 
around the Square was talking 
with the kid that Mosely had 
interrogated the day before. The 
kid then went to the cathedral, 
so | hopped on my bike and 


tailed him there. 


In the church, the kid was try- 
ing to restore his calm that 
looked long since lost. | showed 
him the bracelet and he opened 
his shirt, showing me a tattoo 
that looked exactly the same. | 
interrogated him like Mosely 
had, only with better effect. 


He looked sick. In fact, he 
looked like he was going to die. | 
called for help, but nobody 
answered. When | looked back, 
the poor kid was dead--fright- 
ened to death by a voodoo 
curse. | copied his tattoo in my 
father’s sketchbook and decided 
to call it a day. Things were 
starting to get out of hand in 
New Orleans, and if | didn’t © 
watch out, they would take me 
along, too. -Steve Honeywell 
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elcome to the future. 

America’s on close-out sale. 
Everything's going to hell on 
afterburners. The Skins and the 
Neos have stolen the last gene 
samples of Earth’s wildlife. If you 
ever want to hear a bird go 
tweet again, you'll have to do 
something fast. 

Fire up your hovercraft and 
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